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"5 Whenever you’re told to double click, very quickly click the but- 


ton twice. If you don’t double click fast enough, the com- 
puter will treat it as a single click. | 


Kick off! Your All-Madden team is ready to go up an John Madden’s 
All-Timers team. 


JOHN MADDEN FOOTBALL MAIN MENU 


| a RR CHALKBOARD | 


QUICK GAME 
STANDARD GAME 
RESUME GAME 
PRACTICE 





1. Select the Quick Game. Place the hand cursor on PLAY on the Main 
menu bar and hold down the joystick button. Pull the joystick back, 
highlight QUICK GAME, and then let go of the button. 


. Enteryour! Madide Season Ticket number. On rr codewheel, lineup 


a Section with the Row and find your Seat number in the center of the 
wheel. Above the Seat number is a small window with your season ticket 
number; enter this number and press <Return>. If youdon’tget it right after 
the third time, you'll return to the Main menu screen. 











GAME SET-UP 























FIELD O HOT O COLD AND WINDY , 
CONDITIONS O RAIN O SNOW 

TIME PER O 8MIN. O12MIN. 

QUARTER O1Q0MIN. @©15 MIN. 

PLAY O MADDEN HOME : 


@ MADDEN VISITOR 
©O 2 PLAYERS 


FEATURES f=] FATIGUE 
[] INJURIES 
[=] PENALTIES 
[=] ANNOUNCER 
[=] CROSS-HAIR PASSING 
[=] 30 SECOND CLOCK 





CANCEL 


GAME CONDITIONS 


y| STADIUM: ALL-MADDEN 
FIELD: GRASS 
ff wino 66° CLEAR 
WIND: CALM 
CHANCE OF 


/f—- PRECIPITATION: 6% 


COIN TOSS 
ALL-MADDEN CALL IT: 


HEAD S Bee 




















4. Call heads or tails. Below a summary of kis Game oe in ae 
stadium is the Coin Toss screen. You — the ALL-MADDEN tea yet to 
call the toss. 


on 

















5. Choose to receive or kick off the ball. If you won the toss, it’s your 
choice. If Madden — the ALL-TIMERS team — won the toss, he'll make a 


choice; click to continue. 











3  ALL-MADDEN 
00 *JmM* 00 
GE a an 


1 DOWN 1070 60 ALL-MADDEN 35 YD LINE 














6. Choose to kic 
onside kick are ro 
when ready. 


g up 
team always moves from the bottom of the screen to the top ‘of the screen. 


ae 





.E GROZU 
62 YARDS 


KICKOFE RETURN 
UW HITESHOES 
21 YARDS 


TACKLED BY BULLDOG 
aed 


OFFENSIVE PLAY: KICKOFF 
DEFENSIVE PLAY:  KICKRET 
8. Look at the announcer’s recap. At the end of every play, the announcer 


- gives asummary of the play. When you’re done reviewing the play, click 
to go into the huddle. 





Time remaining 
Coach in quarter Quarter 


a ALL-MADDEN 
00 


Time outs a Score 
remaining in half 1 DOWN 107060 ALL-MADDEN 35 YD LINE Ball location 
ALL-TIMERS Defensive team 
Defensive play PLAY 18 
number AUDIBLE 77 
Audible * 25 Defensive players 
play 52 25 72 55 71 74 53 information 
78 68 9g 63 76 87 
34 39 Offensive players 
~~~ information 
Offensive play 


number ALL-MADDEN 





Break huddle Offensive Team 


9. Study the Huddle screen. This is where you call your plays. The Huddle 
screen is divided into three sections: on top is general game information, 
in the middle is the defense’s formation for the play called, and at the 
bottom is the offense’s formation for the play called (the numbers are the 








players’ jersey numbers). On the Huddle screen — as itis on the field — the 
offensive team is always at the bottom of the screen. — 


: gg If you’re on offense, read the following steps. If you’re defense, _ 


eke to step 11 for now. Come back to step 10 when you’re on 
offense. 


- 40. Playing Offense 


ay) 


oR Ue ene 





the kickoff, you’re the offensive team and you need to pick an offensive 
play. Double click to call up your offensive play options. 


TOSS LEFT: Hand off to runner going left — 
DIVE: Hand off to runner going up the middle 
-SWEEPRIGHT: Hand off to runner going right 
~ SHORT PASS: Short-range pass” * 
PLAYACTION: Fake a handoff to runner and tau pass 
LONG PASS: Long- range pass 
PUNT 
FIELD GOAL 
KICKOFF 


- Pick 6 LONG PASS for your first play by highlighting it and clicking the 


button. Notice that the number of the play you picked — 6 in this case — 
replaces the ? in PLAY 1 ?. If you don’t select a play, it autom atically defaults 
to 5 PLAYACTION. 


The formation you see on the Huddle screen is the same one your players 
will take on the field. 


| ae cariadl your ir play selection, dion ble click at iota return to PLAYI 2; pik 


another play. 








10b. Wait for the defense to call a play. After you make your selection 
the defense gets to make their decision. When the defense has made a 
choice, SET will flash; click to break the huddle. 


the field. This is the Close up view, where you see the players up close. 





Click to snap the ball; when the ball is snapped, you'll see the quarterback 


drop back. 


The beeping sounds you hear represent the pass rush pressure. As the 
sound quickens, the pass rush is getting closer and closer to the quarter- 
back. Louder ticking sounds means your quarterback is taking hits and it 
won't be long before he’s down. . 


“When the quarterback is ready to pass, you'll switch to the Stadium view, 


where you can see all the players on the field. Once your quarterback spots 
a receiver and passes, you’ll cut back to a Closeup view of the receiver. 


When the play’s whistled dead, you'll see a recap of the down. Click when 
you’re ready to return to the Huddle screen. 


10d. Pick arunning play for your next offensive move. Select 2 DIVEand 
click. Wait for SET to flash and then click to line up on the field. Click once 
more to snap the ball. 








when you choose 5 'PLAYACTION). ” 


OW ONAWAWNo 








The runner flashes ae moment the quarterback ha re ball off to him. 


10e. Complete your. drive with plays of your Pak If you score — 
congratulations, Coach! But if it’s fourth down and you don’t want to try 
for a first, you can punt the ball or go for a field goal. To punt the ball, pick 
7 PUNT. To go for a field goal, pick 8 FIELD GOAL. . 


11. Playing Defense 





11a. Set up your defense in anticipation of the offensive play. Double 
click for your defensive play options. 


_ WEAK ZONE: ae defense for weak side ee without Tight End) _ 
TUF INSIDE: Man-to-man running defense 
MAN TO MAN: Blitz attack for run 
SHORT ZONE: Zone defense for short pass 
BLITZ: Blitz attack on pass 
DEEP ZONE: Zone defense for long pass 
PUNTRETURN: Punt return 
_ FG BLOCK: Field goal block attempt 
KICKRET: Return on kick off 


Pick a play by highlighting it with the joystick and labia on it. Pick 6 DEEP 
ZONE for your first play. The number of the play — 6 in this case — replaces 
the ? in PLAY 1?. If you don’t select a play, it automatically defaults to 5 
BLITZ. If you want to change your selection, double click and you'll return 


__ to PLAY 1?; pick another play. _ 











11b. Ignore the A AUDIBLE ??, Once you pick a ae he highlight moves 
to AUDIBLE ??. You'll learn about audibles in the Standard Game so don’t 


orl oes about them now. net os scour the offensive team to break the huddle. 


start moving. Don’t touch the joystick; just observe ene your men cover 
the offense. , me 


When the play’s whistled dead, you'll see a nee of the down. Click to 
returntothe huddiewe = ——sitséee 


3 MAN TO MAN and click. Wait for the offense to — play. Watch how 
your players react to the opponent's play. ni 


11e. Your turn to pick the defensive plays. The plays you choose should 
depend on the offensive formations you see on the Huddle screen. Check 











41d. Pick aman-to-man running defense for your next play.Highlight = 


~~ passing or running play. All the offensive formations you'llseearefromthe = 


Offensive Playbook; once you learn which formations represent which 
plays, you'll know which defensive play to respond with. 


11f. Play out the series. You'll stay on defense until they score or punt. In 
a fourth down situation, the offense may try for a field goal. In this case, pick 
8 FG BLOCK (field goal block) to try to block the kick. If they choose to eon nt, 
you can pick RETURN to run the ball back or Tern a FAIR CATCH. 


12. Strength and Quickness Bars 











To the right of the action screens are two bars: the top bar is for Quickness 
and the lower bar is for Strength. Quickness is an energy reserve that the 
ball carrier can call on (think of it as the Umph —— os — ee runs s out, —— 
_ so does the ball carrier's extra energy reserve.  — ———— 





Strength is how much contact the player who has Pa can take before 
he’s down. The slower this bar goes down, the pacgai ae player will stay 
on his feet. : ™ 


~The Strength and Quickness bars are based on a player’s Strength and = 
_ Quickness ratings; more on ratings in Chapter 4, View Team Roster. 


The Power and Quickness Bars come into use when | ye re controlling a 
player, as explained below. _ 


13. Controlling Movement — 
Now that you’ve watched how the players move on their own, you can es 





RUNNING PLAYS © <9 
e Wait until the handoff (when the runner fete before you move 
the joystick. 
e Joystick controls runner. Move the joystick in the direction you want 
2 the runner to go. “ 
.......©. Press and hold ne joystick button \ 
~~ Quickness. When the bar runs out, so doe 
ness. Remember to keep controlling your runner with the joystick 









e Learn to follow blocks and stay out of traffic. 





as PLAYS. ig 
_ Pull the joystick sacle right after you snap the. ball s sotheQBcandrop.._.. 
~ back to pass. If you wait too long to move the joystick (like until the = 
Stadium view comes up) the computer won't give you control. 
e Faster noise and defenders closing in mean you're about to get 
sacked. Move back or rollout to stay clear of pass rushers; once you... _—. 
hear clicking sounds, you’re in their grasp. “<e 
e To go to the Stadium view to find your receivers, click the button | 
__ once. Or, if you wait long enough, the Stadium view will automatically __ 
come up '(remember, you must move your joystick beforethe Stadium = 
view comes up or the computer takes over). Once you’ rein the Stadium 
view, double click to call up the crosshair and timer bar. Place the 










ick to pass. You have 
d the receiver and 








until the timer Eee runs out to throw. Be sure t 
throw away from defenders. 


_ As QB, you have no Quickness while on the Stadium vie 





view will return and so will your Quickness. 
e If the timer runs out, it turns into a running p for the QB. Make 
sure your QB stays out of traffic and remember to use the Quickness 
button to burn me defense. 







er |, double click to bring up the crosshair a8” use we avec to 








be returned. Press the button to punt. 


KICK RETURNS — 
e Use the en to aint aie returner rand | ‘use > the button for 
nQvuckhhss 22° | 





14. Penalties ome 
Penalties result in a loss of yardage and replay of the down. If the penalty 


your team, click to accept Madden’s choice. 


_ 18. 30 Second Clock. “on : . 
After you've played a little oranse ana aetanee and get. used to calling plays, 
turn on the 30-second clock. At the Huddle screen, press <ESC>, select 
GAME from the Main menu, and then select SET- UP. Click on the square 
next to 30 SECOND CLOCK and click OK to return to the Main menu. To 
return to your game, Select PLAY from the Main menu and then RESUME. 











Now your offense will Laue 30 seconds to get. each play: off. Don’t let time 
tick down to less than 10 seconds on the Huddle screen because 
defense gets 8 seconds to make their choice (they may not use all 8 seconds, 
but why risk it?). You‘ll need a few extra seconds to line up on the field and 
snap the ball. If you don’ t get the ball off in time, you face a 5 yard penalty. 




















16. Slow Motion 
You can watch a play 
once play begins. ine. 











stop-action slow motion by pressing the space bar 
lay will advance a frame each time you press the 





17. Time Outs 
To calla time out, p 
want to call the ti 





ress T at the Huddle screen and then pick the team you 
ut for. You're then asked if you want to stop the clock 
with an incomplete instead of a time out; this lets you “waste” a down 
rather than usea timeout. You can also choose to throw.an incomplete pass 
if you've run out of time outs. nil anes treet time outs pert half. Time outs 




























If you need to p e game, press <ESC> at th Huddle screen. To 
resume the game, pull down GAME and select RESUME. 








18. Quitting the Quick Game 
To exit the Quick , press <ESC> at the _ 
and then select QUIT. You'll return to the Main mer 





2 STANDARD GAME = | 


E DISK AND DATA DISK» 

A Game disk saves the results for one game only. If you complete a game 
and play another on the same Game disk, the most recent game will 
overwrite the previous one. If you want to save agame, don’ tuse thatGame 
disk again. 








__A Data disk. Seren on your teams and. Bae The Game disk 
~ takes information from the Data disk and uses it ae the game. _ 





You can only use cligh Soriattee by Madden Football with the game— any 
formatted disk won’t work. Throughout the game, you'll be prompted to 
insert your Data disk: and Game disk. 






Before you can n play a | Standard Game, you. must do the following: _ 


i Get two re that you can copy over. 
2. Create a Game Disk by pulling down @&® from the Main menu 
and ne FILER. Follow any disk aie instructions. 












3. Pull deat the FILING menu and then tie RMAT GAME DISK. 
Follow the onscreen instructions to complete the creating of 

your Game Disk. __. 
.......4. Next, create a Data Disk by pulling down FILING and selectin 
een eae MOVE BOOKS AND TEAMS. This formats sl Ja ata Disk and copies 
















swapping. instructions. eee 
0S New Users: When you’re asked to insert your s source disk, use your 
copy of Program Disk Side 2; this contains your team and play- 
book data. If you’re a John Madden Football vet and you’ve got 
7 __ other playb oks and t teams you want to co insert the disk that 
















5. Because of all he teams and slave that: must be ee this 
to leave the Filer and return to the Main menu. 
6. Nowyou need to load and save each team individually so they’re 
saved properly on your new Data disk. To do this, pull down 
CHALKBOARD and select TEAM. Then pull down FILING and 
Select LOAD. Load the first team listed by double clicking o onits — 
name. Once the players appear on the screen, pull down FILING 






the file already exists; click on OK again to alan the file). Repeat 
this procedure for each team. comes 






SELECTING THE STANDARD GAME a 
1. Now that you’ve ‘created a Game disk and a Data disk, you're ready for ae. 
the Standard Game. Pull down PLAY and select STANDARD GAME. . 


2. Enter your Madden Season Ticket number if you haven’t already done 
so. On the codewheel, line up the Section with the Row and find your Seatsiinmna 
number in the center of the wheel. Above the Seat number is a small 
window with go season ticket number; enter this number and press 


























<Return>. If you don’t get it right after the third time, you'l return to the 
Main menu screen. 


. ; | | a Ts Before you actu lally get into the game, you'll, have to swap disks _ ' 2 | - ae 





The HOME DATA DISK is simply the Data disk that contains the 
data information for the home team. Unless you’ve created other 
Data disks, the Home Data disk will be thes same Data disk for the 
visiting team. 


3. Next you'll see the Game Set-Up screen. Click in the circle or paar ; = 


next to the option to toggle it on or off. (See page 2 for a picture of — 





the Game Set-Up screen.) 


FIELD CONDITIONS: Each of the four settings affect play in its own way. 
Some settings can’t be selected together (i.e., you can’t have it HOT 
and COLD AND WINDY) while some settings automatically turn on 
others (i.e., SNOW turns on COLD AND WINDY). 


TIME PER QUARTER: The length of an NFL quarter is 15 minutes. Choose 


a shorter quarter if you want to complete a game faster. 

PLAY: You can play against Madden by selecting MADDEN HOME or 
MADDEN VISITOR, against a friend by selecting 2 PLAYER, or have 
Madden coach both teams by selecting MADDEN HOME and MAD- 
DEN VISITOR. 


FEATURES: Turn any of the following on or off. 


_ FATIGUE— With Fatigue on, after a ball carrier makes along yardage 
play, he’ll have to come out for one play to rest. — 
INJURIES — You can have players subject to injury or injury-proof. 
PENALTIES — Choose a penalty-free game if you like. If you turn this 
off, the 30 Second Clock turns off too. 
ANNOUNCER — You get a recap of each play after it ends. Turn this 
off if you don’t want the recap. 


__... CROSS-HAIR PASSING — There are two ways of passing: with the 
~ free- -moving crosshair or with the crosshair that toggles through the 


eligible receivers. If you choose crosshair passing on, you can move the 
crosshair to any spot on the field and throw. For a pass to be successful, 

you'll have to lead your receiver. If you turn crosshair passing off, the 
crosshair will only toggle through eligible receivers. You won't need 
to lead the receiver; the computer handles that. Having crosshair 


_ passing off doesn’t guarantee that a 1 pass: thrown into heavy traffic a 


won't get intercepted. 


30 SECOND CLOCK — Turn this off if — don’t want a time 
constraint. 








ol: g : Bcc Nth payor 
home will be faster and quicker on artificial turf, but will also suffer more 
injuries. If a team who normally plays in temperate weather at home is 
facing severe weather, all of their ratings will suffer. Rain hurts a passer’s 
accuracy and a receiver's ability to run pass routes. Snow makes the ball 
harder to catch and hang on to for all players. Wind hurts the team facing 











a the Huddle eae there’s no ne hones sno. casaat wy) 


SETTING UP THE VISITING TEAM 









VISITOR TERM SETUP 


TERM 
PLAYBOOK OFFENSE 
PLAYBOOK DEFENSE 








PLAYING O BEGINNER 
ABILITY @ STANDARD 
ALL-PRO 






















TEAM'S @ GRASS © COLD 

HOME © A-TURF © NORMAL 

FIELD © DOME © HOT 

MADDEN'S © CONSERVATIVE Al ‘ 
COACHING © NORMAL Al pen beppear in 
STYLE O AGGRESSIVE Al ayer ga 






CANCEL 





| 1 ; Clickon TEAM and you'll seea list of teams you can choose from. Dou ble | 
click on the team you want (or type it in) and then click OK. 











eee? ap BLUE 


| qh ALL-TIMERS 















VISITOR TERM SETUP 












TERM 










LOAD — TEAM 














RED Be 
ALL-MADDEN 
ne OK CANCEL 
OAKLAND 
BLITZER ennae COLD 
® O 
VICE SQUAD O A-TURF © NORMAL 
RINGERS © DOME © HOT 












O CONSERVATIVE Al 
COACHING @® NORMAL Al 
STYLE O AGGRESSIVE Al 






OK 


~ BLUE: An average pro team with a full roster of average pro players. 


RED: Identical team as BLUE but with a different name so you can play RED 
vs. BLUE and not get confused. In the program, the visiting team is 
always wearing blue jerseys, so for a BLUE-RED matchup, BLUE should 
be the visitor and RED the home team. 

ALL-MADDEN: These are fictitious all-stars based on the players that John 
Madden liked best from his time as a coach. This is a very good team 


ee __. that is much better than any pro team ever assembled. They should 


annihilate any opponent other than the ALL-TIMERS. 

BLANK: Same roster as BLUE but with all ratings set to zero and generic 
position names. Use this as a template for creating your own teams. Put 
yourself and your friends in the lineup. Be sure not to give the same 
number to two different players (you can check your work by SHOW- 
ing the roster by NUMBER). Try different ratings and see what 
happens. 


~~ OAKLAND: This fictitious team was inspired by the style of team that John 


developed and coached at Oakland from 1969 to 1978. The offense 
features a great line with a hard-to-stop fullback, and a deep passing 
game with outstanding deep receivers. The team includes Fred, a 
great “possession” receiver, and an outstanding punter. The defense 
is strong against the run and has great outside linebackers and man- 
to-man defenders. 


~ BLITZERS: This team was inspired by the Chicago team that pioneered the 


“46” defense featuring blitzing and man-to-man coverage. They love 
to blitz and have great pass rushers. The offense features a halfback 
that John Madden thinks may be the best athlete ever to play the 
game. 





VICE SQUAD: This team features a great drop-back QB and two great wide 
receivers. The defense runs a zone but isn’t very good. 


| RINGERS: This fictitious team was inspired by the Pittsburgh players that _ i . | 
won four Super Bowl rings in the 1970s. The team has abalanced 


offense featuring a great QB and FB, and two great wide receivers. The 
defense is outstanding, featuring run defense, pass rush, zone cover 
age, and ability to force turnovers. 

ALL-TIMERS: These are fictitious all-stars inspired S the greatest football 
players of all-time. 

EIGHTERS: This fictitious team was inspired by the San Francisco team that 


~ went to three Super Bowls in the 1980s, and includes a great short = 


passing offense and a strong, balanced defense... a 


2. Pick an offensive playbook. Click on PLAYBOOK OFFENSE and you'll 
see the offensive playbooks you can choose from. (You only have one 
offensive playbook until you create more.) Double click on a playbook and 
ie eee will load onto the Game disk. 

= Pick a defensive niaeboste Click o on PLAYBOOK DEFENSE anid vault see 
the defensive playbooks you can choose from. (You only have one 
defensive playbook until you create more.) Double click on a playbook and 
the playbook will load onto the Game disk. “ 


cS |f youre playing against Coach Madden, be sure to load for his 


_ team the scala and DEFENSE playbooks thatcome with the : _— 


game. 


4. Select the PLAYING ABILITY for the visiting team: 

BEGINNER — Players have better player ratings, more Quickness, and 
more time to throw. The opponent also reacts slower when on 
defense. . 

STANDARD — No freebies. Players perform to regular ratings. 


~ ALL-PRO — Players play with lower ratings. Speers wotmmyor 


moves faster. 

Use Playing Ability to create handicaps. For instance, if you’re a good 
player but your opponent isn’t, set yourself on ALL-PRO and your 
opponent on BEGINNER. 


5. Select the team’s usual home field conditions. Note: You are not 


_ $electing the field conditions that you’re about to play on. You’reselecting — 


the field conditions that your team plays on at home. . 














AGGRESSIVE Al — More passing. . 











On _ grass, I'd want bigger offensive lineman; big, strong guys, 300 
pounds, and I'd want the fullback running. Playing on artificial turf — 
what | want is speed. I’m trying to get speed on my offensive line: speed, 


_ quickness, agility in the offensive line, speed Acres out ofthe backfield = 


speed in the outside receiver. 


6. If Madden is coaching the visitors, select his coaching style (Al stands for 
Artificial Intelligence). a5 

CONSERVATIVE Al — More running. 

NORMAL Al — Balance of ena and aT 


the Home Team dies screen. If you’ ‘re BEE the 2 2 Player g game, you 
won't have this selection. ees 


7. Click on OK to salt your choices and oo load onto the Game 
Disk. oie , 


HOME TEAM SETUP 


TEAM 
PLAYBOOK OFFENSE 
PLAYBOOK DEFENSE 


PLAYING O BEGINNER 
ABILITY ® STANDARD 
O ALL-PRO 


TEAM'S © GRASS oc 
HOME © A-TURF © NORE 
FIELD © DOME © HOT 


OLD 


CANCEL 





Repeat steps 1 through 7 to set up the home team (you'll skip step 6 if 
Madden is coaching the visiting team). Swap disks as prompted and you'll 


go to the coin toss. The home team calls HEADS or TAILS and then the 


winner of the coin toss chooses to RECEIVE or KICKOFF. The teams line up 
on the field and the kickoff takes place. 

















CALLING © OFFENSIVE PLAYS” 


If you’d vain be a spectator, have Madden coach both the 
visiting and home teams. ee 





You have to be able to control the ball and get fi fi rst downs. You get first 
downs and then eventually they turn into touchdowns. Then you have to 
have the ability to go for the strike and hit it 30% of the time. Then, the 
big thing is, when you get inside the 20, being able to play inside the 20. 
_ That s what bic ella teams. that: s always the divider. 


int the Sere Game /you can ero ans 81 ae a SraGee. The as 2 


are divided into 9 series of 9 plays each — the 10, 20, 30, 40, 50, 60, 70, 
80, and 90 series. They’re grouped by play type or formation. For complete 
details on each series.and the plays, refer to John Madden’s Offensive 
Playbook. 


want, move your joystick to one of the following positions: 
10 20 30 
40 50 60 
=e en) 


2. Until you makePBtection, the default series number is 5. Click the 
joystick button on. the series you want. The screen will disappear and the 
you’re playing 5 ibs another person, an X appears s so he or she can’t see 
your choice). ~ o 


series. Move the joystick to the play you want and click. Now you'll see the 
entire series/play number after PLAY (or two X’s in the 2 Player game.) To 
cancel a play, double click and ?? will appear after PLAY; repeat steps 1 
through 3 to pick another play. 


= - 2 babs Wait for sour opponent | to call a play. It the 30 Second Clock is is on, i. ee _ 


sucanid to call a play; if the defehee lets the abek run out, your team 1 will 
get a delay of game penalty. When your opponent is done, SET will start 
flashing. Click to break the huddle and click aoe to ene the ball. 











~ 1. Double click to call up the series screens. Depending on the seriesyou. 





SET TE TAS [oyeuek Dien ake You lee RET plays in the 











You start off on Ist ne 10 as arunning down for most teams...if it’s 2nd 
and 5 or less, it’s also arunning down. 2nd and more than 5 is a passing at 
down...3rd and 2 is short ce eee 3rd ai LANES ei la se a 
_ long yardage passing. © ae 3 —< — 

















6 You don't need to call up the preview menus to select a play. sisi enter 
the play as if the preview menu were open. For instance, if you want to 
select play 1 from.series 2, you would push yot joystick up to where 
series 2 would the menu were open and click to select it. Then you’d 
Sad Aes haa to oR alien left corner ek ay 1 would be if the 


f you u're f olay fing a tv wo-playel 


















Defensive linemen and interior offensive linemen 
Wide receivers and tight ends ! 





Players who have mele the NFL prior to 1972 are allowed to use their old 
numbers. 





CALLING DEFENSIVE PLAYS — 
Most people evaluate a team and they'll only evaluate the offense. They 
don’t evaluate their defense and their special teams. If your offense isn’t 
< > Me as good as the other offense, then you have to win it on defense and special 





2 the offensive plays, yOu can choose from 81 een plays, MVC UL ALC... wasnt 
ided into 9 series of 9. Forcom plete details on each series and the plays, a 

refer to John Madden’s Defensive Playbook. John Madden Football comes 

with a 4-3 defense, which uses three linebackers. Many NFL teams use a 3- 











4 defense with four linebackers; to create your own 3-4 defense, see 
Chapter 8, Chalkboard — Play Diagramming. : 


In the 4-3 defense, there are four front linemen supported by three = = 


linebackers. The 4-3 is good against the run because there are more tacklers 
waiting for the running back at the line of scrimmage and because four 
defensive front men can better neutralize the blocks of four or five offensive 
interior lineman. This defense can also generate an effective pass | rush since 


rush men. All three linebackers must be very mobile because they’re 


responsible for covering more area than the linebackers in the 3-4forma- 


tion. 


I think generally what you try to do is take away the guys that are winning 
games for ‘em, and hope they don’t have a lot of ‘em...make them beat 
you with someone else that doesn’t do it. | 


cond comelbyoude, ia a 2.Player game, you can’ t use yourjoystickto....... Z 


enter defensive information; you must use your keyboard. When 
you' re told to double click, quickly press <Return> twice. When 
you’ re told to use your joystick, use your arrow keys. Use the arrow 
keys to control your players on the field. 


1. Double click to call up the series screens. Depending on the series bee 


0c 20 30 
40 50 60 
70. 80 90 


~- 2, When you see the series you want, click the joystick button. The series 


screen will go away and the first digit of that series will replace the first ? 
after PLAY ?? on the huddle screen (if you’re playing against another 
person, an X qRoe so he or she can’t see your choice). 


3. Double click the ee button and you'll see ‘the nine plays in the 
series. Move the joystick to the play you want and click. Now you'll see the 


entire play number after PLAY (or two X’s in the 2 Player game.) Double 


click if you want to cancel your play and call another.. 














tS |f you’re using the keyboard, double click <Return> to call up the series 
screen. Enter the first digit of the series you want; you'll see it on the screen. 
Press <Return> to accept that series. Next, double click <Return> to bring | 

up the series screen eee Enter the number of the play you want and press — 
<Return>. i 


4. Once you call a play, you can call an audible. Audibles are optional. You 
don’t have to call one since all 11 players already have their assignments. 

Use audibles only to override an assignment called for a particular play. If 
you chooset to use an audible, there are > two ne of audibles: reese and 


- post-snap. 


Pre-snap audibles } 
You must call the Bre wade audibles from the peas screen. If you’re in 2 


number that doesn’ t exist, the computer will i ignore » your input. 


- B Blitz. Tells a player to blitz (rush the passer). Enter the player’s — 
number and press B. You can have up to five players blitz. 

C Cheat. Tells ue strong safety to cheat up to defend against the 
run. ’ 

H Hero. Lets. you gain control of a single Staats s movements after 
the ball is snapped. Enter a player’s number and then press H. The. 
player moves under computer control until you take control of 

him with your joystick or keyboard. If you don’t take control of 
him, he’ll continue to run under computer control. 

M_ Man-to-Man. This lets you assign man-to-man coverage. Input 
your defensive player’s number, press M, input the offensive 
player’s number (the one you wa nt your man to cover), and press 
<Return>. You can assign man-to-man for up to three players. 

N No audible. This makes a fake audible sound; use it to fool your 

._ _...., human opponent into thinking you called an audible. 
<Del> or Cancel all audibles. 
<Ctri>-D = 


Post-snap audibles 
You can use the following post-snap audibles after the ball is in play. Just 
press the key and the audible will take effect. 


~?P - Sell out to the pass. Tells all your players to react to a pass play. 
If you’re wrong about the pass and want to sell out to the run 
instead, quickly press R (there’s a chance it will be too late for your 
players to ercugs their reaction). 








R Sell out to the run. Tells all your players to react to a run play. If 
you want them to switch to a pass coverage, quickly press P 
(there’s a chance you're players: won't respond to the change i in 
~ time). 
«- Moves the LBs and DBs to siya lake 
— Moves the LBs and DBs to the right. 
Tor ; Moves the LBs and DBs to the up field. 
Jor / Moves the LBs and DBs to the down field. 


- play. 


© If the 30 Second Clock ison, you get 8 seconds to pick your play 
and audible (optional) after the offense picks its play. If you don’t 
call a play before the offense breaks the huddle, you automatically 
run the last defensive play called. eo J 


_A bad team, they do everything bad. They don’t even dress right. It = 


shouldn't be. They're guys that are professional. You pay ‘em a lot of 
money so they shouldn’t blow audibles. 


5S You don’t need to call up the preview menus to at a play. Just enter 
the play as if the preview menu were open. For instance, if you want to 
select play 1 from series 2, you would push your joystick up to where 


series 2 would be ifthe menu were openandclicktoselectit.Thenyou’d....._ 
push the joystick to the upper left corner where play 1 would be if the 


menu were open and click to select it. If you’re playing a two-player 
game, ?? will change to an XX. At first it may be alittle difficult to select 
the right number while “blind,” but you'll get. the hang of it. 


Ae mctconttots acts anteioaed i 





Substitutions are a useful tool for replacing injured or tired players, or 
players whose skills won’t work for a certain play. To substitute a player 
during a game: 


1. Press <ESC> from the Huddle screen and then mer down TEAMS. Pick __. a ss 


SUBSTITUTION — [your team’s name] for the team you'll be making 
substitutions for. 

















5. Tocancela play, dou ble click and ?? will appear afte 5 r PLAY; pick another 2 . é 











SUBSTITUTION - BLUE 


| «OF * NAME RATINGS 

75*DL TACKLE DSFSP6R6TSS2 

74*DR TACKLE DSFSP6R6TS5S2 

99*DL END DSFSP?RGTSS35 

95*DR END D8FSP?7?RE6TSSS5 

SS*LEFT OLB DSF 6PSR5T61205S5M324 
36*RIGHT OLB DSF 6PSR5ST61205S5M325 
31*MIKE DSF6PSRST7110484M324 
20*L CORNER D8FSP2R2T31I507S7M526 
24*R CORNER D8FIP2ZR2TSISQ7S7M526 
31*S SAFETY DSFSP2R2T31507S7M526 
2?7*F SAFETY DSFSP2R2T3ISO7S?7M526 


Row 01 
D6F 3P5R31T202S3M ?LSC6EG 
SP ab D6F 3P5R31302S3M?L6C6E6 
16 TAH! OB 0 D6F 3P5R3T302S3M ?LSC6EG 
32 HALFBACK D6F3P6R31202S3M7L5C6ES 
33 AL PURPOSE D6F 3P5R31202S3M ?LSC6E6 








2. You'll see two rosters. The top roster shows the players currently in the 
- game. The bottom roster shows the entire team. Starters on the last play 
have asterisks by their names. 
3. Go to the top roster and click on the player you want out of the game. 
Then go to the bottom roster and click on the player you want in (use the 
up and down arrows on the menu bar to scroll through the roster). The 
players will switch places. You can’t have players who have different rating 
- categories replace each other. You also can’t flip the position of two 
starters. You must take both players off the roster and put them back on in 
each other’s positions. You cannot make substitutions for special teams. 





4. Select EXIT when you're done. 


. If you want your new lineup saved, pull down TEAMS and select SAVE 
om Se team’s name]. You can save the team under the same name by 
"double clicking onits name on the team list, or you can type in anew name 
and click OK. If you don’t save your changes, the original team will appear 
the next time you load this team. Saving the team is important for league 
play; you'll want to keep track of all injuries since they affect subsequent 
games in league Ra Be sure to save your team at the end of the game. 






You can either have an idea and then you go get the seis that can do 
it, or you have the people that can do it and you make your ideas for what 
they do best. — 








INJURIES 

If there’s a code after a player’s number, then the player isinjured (except =. 
in the case of an asterisk — this marks a starting player). The length of ti time —? 
a player will remain unavailable for play depends on the code: © __. 


- Starter Player not injured 
F Fatigue Out for one play © 
G Game Out for the entire game 
H Half Out for the half 
Q Quarter Out for the quarter 
S&S Series. ~—~—s Out. until a change in possession 
# Games out A number represents the remaining 


games the player will be unavailable 
(Remember to save your game for 
this number to remain valid.) 


cies TEAM ROSTERS ] 


SHOW ROSTER 


dy = =PRINT «SHOW EHIT 


BLUE ROW O1 


#* NAME POS RATINGS 

MAD BOMBER QB D6FSPSR3TZO2S35M7LSC6E6 
BACKUP OB QB D6FSPSRITSQ2ZS3M ?7L6C6E6 

0B D6FSPSRITSO2ZSSM7LSCGE6 
HALFBACK PB D6FSP6R3T202S3M?LSC6ES 
AL PURPOSE PB D6FSPSR3T2028S3M ?PLSCG6E6 
FULLBACK FB DSF 6B4P3R404T6S4M3L2H4 
SUB FULL FB DSF 4B3P2R607TSS (M4L3H5 
HALFBACK HB DSFIBIPIR4Q06T3S6M3L2H4 
AL PURPOSE HB DSFIBIP1R4Q6TSS6M3L2H4 
FLANKER FL DSFSB2POR307T3S 2M ?L6H? 
WIDEOUT DSFIBIPOR1IQST2S6M6L4H5 
SPLIT END D8FSB2POR307T3S 7M ?L6H? 
SPEEDY DSF2BOPOR2ZQ6TOS6MSLSHS 
TIGHT END DSFSBSP4R303TSS4MSL2H5S 
TIGHT LEFT DSFIB4P3R101TSSSM3LIHS 
UPBACK UB DSF 4B3P 2R202T2S5SM4L2H4 





You have to have the guys that can doit. If | don’t have a burner out here, 
I’m not gonna stretch ‘em, so | always wanted a speed guy and a 
possession guy and a combination guy here in the backfield. | 








CHART (t 














You can view or caine your roster of players during a game by selecting 
<ESC> to pause the game. Then select TEAMS and SHOW ROSTER — [your 


team’s name] to open your team’s roster. You can show the roster BY DEPTH 





(the rating nu 
the roster, use your T, L, —, and > keys. To scroll up. and down the roster, 
use the T and J arrows on the menu bar. 





You can print just a | PAGE or ALL, the entire roster. 


mber), BY NUMBER, or BY NAME. To move around 


Players who share the same position are ranked within Aah odors 1. we 


_..... best to worst according to their abilities (total ratings)... 


RATINGS ee : 

The ratings number (in the far right column) is the ey to each player's 
abilities. Ratings are based on a scale of 0 (the worst) to 9 (the best). Move 
your cursor on a rating abbreviation and the full word oo at the top 





othe raleae Hae a aIager Has aeoerde 6 on ris Position. For instance, ee all” 


players will have a rating for durability, the ability to avoid injury, but only 
a passer will have a 7 for pressure, the ability to throw under pressure. 


General Ratings one 
D Durability. Ability to avoid injury. 


_..F_. Fumble avoidance/causing. Ability for a ner toavoidfum._ 


“bling or a defender to cause a fumble. 
Q_ Quickness. Extra acceleration for ballcarrier; mare for defender 
ae ere eke interception returns. 
S 


a 
0 
= } 
fo 
A 
~ 
c 
am | 
oO 
IO" 
2 
mM 
an 
2 
a“ 
Ln 
2 
So: 
: => 
PN< 
cr 
oO 
3 
3 
c 
Ss 
2 
“@ 
a) 
S| 
“= 
2 
MN 
-~ 
7c 
| 
© 





opted Runner's Sig ae running ‘daylight. as 


extra yardage. 
Medium/short pass routes. Passer’s accuracy and receiver's ability 
to evade Oa als on short and medium routes (up to 17 


R | 
T Tough yards. Runner’s ability to break tackles and Beth oth for 
M 





Eoleaia baal ing. Passer’s abHiyt to 5 find ane open receiver. 
End zone. Passer’s extra ability to get the touchdown when he 
gets oo to the end zone. 





Pp 
B 
He 





“Wd 


R 
T 


Z 


Pass — sakothkcs s ability to block for passes. 
Run block. Blocker’s ability to block for runs. 
vires Receiver’ s ni a to ea — 








Pass rush. Defender’s ability to pass rush or blitz the passer. 
Run defense. Defender’s ability to plug a hole, evade or shed 
blocks, and get into position for a tackle... 

Tackling. Defender’s ability to tackle the ballcarrier. 
Interceptions. Defender’s ability to catch a pass. 


_ Man coverage. Defender’s ability to stick closelytoareceiverand...—s—-» 


defend a Pass when using a Man, Bump, or Favor task. 

Zone coverage. Defender’s ability to read the passer and react 
quickly and defend a pass when using a Short Zone or Long Zone 
task. , sthece 


oe Teams Te 


ae 
B 


= 1 1,2,3,4,5 


Penalties. Overall penalty rating for the entire team;.the higher... - ee 
~ the rating the less likely the team is to be penalized. — 


Block kick/avoidance. Ability of field goal kicker or punter to avoid 
a blocked kick; when part of a kick returner’s ratings, itis the 
team’s ability to block the kick. 

Field goals. Ability of placekicker (position K) to kick field goals of 
distances 10-19 yards, 20-29 yards, 30-39 yards, 40-49 yards, and 


_____ 50 yards or more. The percentage chance of a successful kick is __ cia | a 
~~ roughly 10.8 times the kicker’s rating plus” anadjustmentfor  =— 


blocked kicks and kick length if the kick is over 50 yards. Kick 
back to the placement of the ball for the kick, , plus the 10 yards of 
the end zone. For example, if the line of prom eihe is the 30, a 
field goal attempt would be a 47-yarder. . 


Kick length. Overall average kickoff length for placosicker and E 
~ punt length for punter. me 


Hand time. Time punt is in the air; ce higher | the rating the more 
time the coverage team has to get into position to stop a punt 
return. 


Changing a Rating 
You can change ratings, but you can’t do it from this menu since a game 


isin progress (it would be unfair to jack up a player’s ratings duringagame 


just because he wasn’t performing well; performing poorly is a part of the 


game). 




















To change ratings, you must quit the game. At the Main menu, pull down 
CHALKBOARD and select TEAM. For complete details, see Chapter 1, go, 
ee Team oesiage east! 







DEFENSE 





OFFENSE . a 
Center CB Cornerback 
oven Pullbackweeeec eee DEv wom Defensive: End 
Flanker | DLE Defensive Left pad. 
Guard DLT Defensive Left Tackle 
Halfback DNT Defensive Nose Tackle 
Placekicker ... DRE Defensive Right End 
Left Guard DRT Defensive Right Tackle 
Left Tackle 
— Pu nter een eeeenree ol Vv. —— ee 
Passing Back KR Kickoff Retlitnar 
Quarterback ~ LB Linebacker 
Right Guard — LCB Left Cornerback 
Right Tackle _ ; LILB Left Inside Linebacker 
SplitEnd LLB Left Outside Linebacker 
eo T Tackle MLB Middle Linebacker 
soxzsaalseessaemmnslcl Cl Ole EUG 20s. ccusnsnaremererrerseses be teerensered ellie CUM DEL 
UB Up Back = ~~ ~RCB-__ Right Cornerback 
a RILB Right Inside Linebacker 
RLB Right Outside Linebacker 
S Safety _ 
SS Strong Safety 











At halftime in he wat game we looked at the stats. Every play that we ran 
and every pass pattern — we had the stats. We could break it down and 
act on what we found. a 


“John Madden Football compiles a full range of statistics for you when you — 
play the Standard Game. These stats are just like the ones you find in the 
sports section of your newspaper. Any time during the game, you can view 








7 oer Pres: <ESC>; at tthe ucla screen. Pull oraer the e STATS m menu Se cela 7 
SHOW STATS. | = 








SHOW STAT FILE: 
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FIRST DOWNS 
PASSING 
PENALTY 

SRD-4TH DOWN EFF 

TOTAL NET YARDS 
TOTAL PLAYS 


AUG GAIN 1 
NET YARDS RUSHING 


NET YARDS PASSING 
COMP-ATT-INT 1-3 
YDS PER RUSH-PASS 18.8-8 
SACKED-YARDS LOST 0- 

FUMBLES-LOST 0- 

TOTAL RETURN YARDS 2 

PENALTIES-YARDS 1- 


e =, 
eee vieaeuwe 





N 


bd a= 
ad? Oi 
A@wJOnNnGnw=N m 
S 
t 





. IN 
Sesah 
e° 

a 


N 






UNESe 
Saeeo 









2. The first screen shows the s scoring summaryforthefourquartersandthe = —> 
team’s statistics. The stats on the following screens show the breakdown. 
Use the down arrow on the menu bar to view the rest of the stats. 
Remember that you’ re SNA statistics that cover By up to the point you 
called this time out. 


3. To print any or all stats, pull down the PRINT menu and select PAGE (to 
print out the page shown on the screen) or ALL (to prt Out-all the stats)" 





4. Select EXIT to leave e the Game Statistics screen. At the Main menu, pull 


down GAME and then select RESUME to pick up where you left off. 


5. At the end of a game, you can save the first screen srt Statistics to your 
Data disk. At the end of your game, you should be at the Game Pause 
- screen. Pulldown STATS and select SHOW STATS. At the Show Stats screen, 


NOTE: This will only 7 ave the first screen of statistics. If you want a record 
of all the statistics oe print them out sometime before you quit this 
game. “ “ 














ee ay To GAME 


‘When you want to quit a game, press <ESC> and dl down GAME. You get 
the following options: 


RESUME: Select this to resume a paused game. 

SET UP: Pick this to call up the Game Set-Up screen. You can change any 
of the features and resume your game. 

RESTART: This aborts your current game and starts another game. You'll 
_ Start the new game at the coin toss. This will not save your current 
-game. 

SAVE: This saves your current game so you can play it or review the 
summary stats later. CAUTION: You can only save one game on a disk. 
This will erase any other saved game on the disk. 

QUIT: This returns you to the Main menu. This doesn’t save your game; 
select SAVE first if you want the game saved. If you want to quit the 
game entirely, select QUIT, remove your disks from the disk drives and 

~~ turn off the anu 


7 PRACTICE INDIVIDUAL PLAYS 





You don’t need to play a full-blown game just to test a few plays. In Practice, 
_ you can run a play against any other plays to. find its strengths and 
weaknesses. For instance, you can execute a particular offensive play 
against several likely defensive alignments to see how effective that 
offensive play works under particular defensive conditions. 


1. At the Main menu, pull down PLAY and select PRACTICE. 








PRACTICE 


YOU ARE ON @® OFFENSE O DEFENSE 
© DEF 
1 DOWN 10T0G0 © OFF [35] varo LINE 


TIMES 
PRACTICED 


PL 
YOUR PLAY 


YOUR PLAY 
YOUR PLAY 
YOUR PLAY 


PLAY FREQUENCY 
OPPONENT'S PLAY 
VARIATION 1 
VARIATION 2 
VARIATION 3 





CANCEL 





2. Select OFFENSE or oe aaa boo ano on 1 the eee oF ey bi want 
to practice. | 








3. Select whether you want the play to start on the offense’s (OFF) or 
defense’s (DEF) side of the field. Click in the box next to YARD LINE to 
change what yard line the ball is placed on; the yardage increases by 
increments of five. : 





4. Click on the first YOUR BUN ssn eee 







PRACTICE 






O PLAY 


a? 1 H15 LEAD 
| F6600D 
1 H16 LEAD 
1 F61 MAN 
1 H18 BOB 
| P61 PASS 
PUNT 
FIELD GOAL 

gh FAKE FG 













LOAD — TEAM 


OK 


R PLAY 

R PLAY 
R PLAY 
R PLAY 


PLAY FREQUENCY 











CANCEL 

























PUNENT'S PLAY 
VARIATION 1 
UDARIATION 2 
VARIATION 3 








CANCEL 














5. You'll see the Pla book box on the left side of —_ screen. Scroll up and 
down the Playbook box until you find the play you want to practice. Select 
a play by double clicking on it; its name will iii next to YOUR sill on 
ocumethe: P. ractice scre a _. 










‘ACTICED, use your keypad to enter the number of times 
you want to practice the play and press <Return>. (To enter a single-digit 
number you need oie lead it with a 0. For instance to practice a play five 
ox with your cursor 
‘until you highlight the 





















7. Clickon OPPON 
double click on the 
of times you want 















8. If you entered 
_defensive play, 
. will be fa ndc om. 


list of plays again. | 
have up to 3 variations (they all must be from the same Data disk). 








arse you r romans 
ensive or defensive 


\ agames the we space xa coe 
or defensive play ks against the opponent's c 


formation. 












omplete, you'll return to ihe Praetiee screen. Click 
f you want, change the TIMES PRACTICED or 
CANCEL when you're done and you'll return to the — 


Main menu. 


t= All plays must be on the Data disk that is ccurrenney in the drive. 











8 CHALKBOARD-PLAY DIAGRAMMING 





The Chalkboard lets you change existing plays orcreatenewoffensiveand = = =~ 


defensive plays from scratch. 


Editing Offensive Plays 


SELECTING AN OFFENSIVE PLAY TO EDIT 


The first thing | build on is offensive line. | would have to build an offensive 


line...until | get that, | don’t have anything. So what you do is you just go 
out and you get a bunch of good athletes. 


Before you can work with a play, you have to load it: — 


1. Pull down CHALKBOARD from the Main menu and select OFFENSIVE 


2. Pull down “i and select LOAD PLAY. : 
3. The playbook box shows your existing offensive plays. Use the up and 


down arrow to scroll through the list. Double click on the play you want to 
edit. | 


1 H15 LEAD 


On'y. 


6 


VIEW: DIAG. TASK: NONE POS: NONE 























4. The offensive ati are in formation, with the position of each 
offensive player marked by an “o”. The orange lines indicate each players’ 
route assignments (not all tabs will have route assignments; players 











- without route assignments usually wait for the play to unfold before they = 
decide their course of action). Along the bottom are VIEW, TASK, and POS. 


VIEW tells you what view you're in: DIAGRAM, POSITION, or ISOLATION. 
Theview you're in rightnowis Diagram. Position shows the position of each 
player in this play. Isolation lets you focus ona single player’ s route and task. 
You'll use es Position and Isolation views later. = 


- TASK t tells you ARS ay a hightightsd player ee been aeagaed. ea a eel ar as 


isn’t highlighted or doesn’ t have a task, it should say TASK: NONE. 


POS is the Nanlaniad player’s position. If a player isn’t highlighted, it 
should say POS: NONE. 


__. MOVING PLAYERS 








To move a player, put the tip of the re (on the Rand CURE on ‘Cire 
player. Click once and the player will “stick” to the finger (don't hold the 
button down). Move the hand to anewlocation and click again to drop the 
player in his new position. You cannot move any of the players on the 
offensive line (i.e. a center, and tackles). 


ae _. Once you move a player, he loses his route (the orange line) if he had one... 


and his task. You'll have to draw a new route ee and assign him 
a new task. 


6 Be careful when you use the finger cursor. If you click while the fin- 
ger isona pega that player will lose his route and task information! 


__ CANCELLING TASKS AND ROUTE ASSIGNMENTS _ 


Before you assign an indiviual a new task and route, you should cancel 
existing ones. To do this: 


1. Put the finer on the player whose emery you 1 want to erase. 

2. Click the button. The player will stick to the finger. You can move 
him to a new place or leave him where he i is; click to release the 
player. . 


3. Follow the directions below to redraw the r route assignment cs 


assign a new task. 








To cancel the team’s tasks: 
1. Pull down @&. 





2. Select CANCEL ALL. All the tasks and route assignments will be v 


necmmmenaseduecoczne 


To cancel a task you selected from the TASKS or GROUP menu and then 
decided not to assign: tigic 
1. Pull down @&. ip 





2. Select CANCEL TASK. The hand with the chalk should changeto a 


_ the pointing finger, 
ASSIGNING GROUP TASKS 


The group tasks help you save time in assigning tasks. There are six group 
tasks (most of them blocking assignments) that you canchoose from on the 
offensive chalkboard. Exactly which players you affect by assigning a group 
task depends on the task you choose. Once you select a new group task, 





__ the affected players will take up their new positions and show newroute.——— 


assignments. 


If you do the obvious, you’re gonna lose. With the computer playing the 
other guy, I’d say pass when you're supposed to run and run when you're 
supposed to pass, and that'll confuse ‘em all. The defense doesn’t know 
what to do. : 


To assign a group task, pull down VIEW and select DIAGRAM. Then pull eens 


down GROUP and select an assignment from the list below: 


RUN BLOCK: Assigns both guards, both tackles, and the center to drive 
forward and block an opposing defender in an effort to create holes for 
a running back. | 


PASS BLOCK: Center hikes and blocks; guards take astep backand block sy 
pass rushers, tackles take three steps back and block rushingdefensive = =——> 


ends or linebacker. . 

TRAP LEFT: Left tackle, left guard and center block to the right; right guard 
pulls left; right tackle blocks to the left. : 

TRAP RIGHT: Left tackle blocks to the right; left guard pulls right; center, 
right guard, and right tackle all block to the left. 

FIELD GOAL: Center snaps to placeholder and blocks; guards and tackles 


block from stationary positions; both tight ends take three steps back = 


and block outside rushers; fullback blocks in backfield; kicker runs 
towards placeholder and kicks football. 




















PUNT: Center snaps and blocks; guards, tackles and Jtight ends block from 
stationary position; both wide men sprint down the field; fullback 
blocks forward, set hes setae and sel ji 


| eaieel Individual Tasks 


You've positioned the players where you want them, and you're satisfied 
that the groups are making the right moves. Now ae can fine tune your 
plays by assigning individual tasks. 


1. Select TASKS and then select one of the tasks described below. The 


to the task. 





3. Move the oyster in a direction to create the route for that player. Click 


up to three times). On the fourth click, the route will be set. If you’re drawing 
only one or two directions, double click on the last spot to cancel the rest 
of his moves. If the assignment is accepted, you'll get the pointing hand 
again. NONE appears next to TASK: at the bottom of the screen, and the 
new route eo uy drawn. 


RUN: Gives the runner a generic run route. 

DAYLIGHT: The THT back runs at 3/4 speed and picks his own hole or 
route. 

DRAW: Running back is stationary until creghutieh etal hands him the ball; 
then he runs forward. 


he’s received a handoff. 

HANDOFF: QB turns, takes assigned number of steps, and hands off to 
runner. The runner flashes at the moment of the handoff. The runner’s 
route should intersect the QB’s route for an effective handoff. 

PITCH: QB follows his route and laterals the ball to.a running back. You 
must have a running back near the QB for an effective pitch. 


option. If the QB is keeping the ball, you should have him run behind 
the running backs. 


_ pointing hand now holds a piece of chalk and the task name appearsnext = 


_.- once to change the direction of the player’s route (hecanch ange direCtiONS ccc 


___ Note: The only exception for assigning individual tasks i is MOTION. See ot | 
that task for sPaeiar instructions. | — 


RUN FAKE: Runner heads towards hole and pulls i in his handsasthough——i‘(t® 


~~ OPTION PITCH: QB begins to run, then pitches to halfbackorkeepsatyour = 














RUN BLOCK: Player follows route and blocks saci 
PASS: QB drops back and passes ball. 
PLAY ACTION PASS: QB fakes handoff to running back (who executes run 


_ fake), then passes to receiver. The QB flashes atthe momenthefakes.._——— 


the handoff. => fei 

PASS ROUTE: The receiver will be assigned a generic pass route. 

PRIMARY: Draws route of the receiver that QB looks for first on pass play. 
Good QBs don’t need a primary; they see the whole field. 

CHECK SWING: Checks first for a free pass rusher to block. If thereisn’t one, 
he swings out on a receiving route. 


__ BLOCK AND GO: Back or receiver blocks for a single “count; " then runs a 


pass route. 
COMEBACK: Sharp comeback pass; move joystick left or right to deter- 
mine side of receiver’s comeback and click. 
CURL: Receiver curls to one side or the other; move joystick left or right to 
determine side of receiver's curl and click. 
PASS BLOCK: Player steps back and blocks nearest defender. 
__ MOTION: To give a motion task: __ Jat eit acces 
~ 1. Select MOTION from the TASKS list. 
2. Draw the complete route for the player. — 
3. From the TASKS menu, select the task you. want the player to 
complete after the ball is snapped. 
4. Move the hand with the chalk on top of the player and click. 
PLACE KICK: Kicker runs toward the placeholder and kicks the ball. 
BUNT Punter receives the snap and punts the aos 


CHANGING TYPES OF PLAYERS 


With the POS menu option, you can change the type of player in any 
position. Let’s say you’ve got an offensive running play up on the 
Chalkboard. The quarterback has a halfback on his left and a fullback on his 
right. You decide you want to have your two best halfbacks in for this ve 
Through this option, you can swap the fullback for a halfback. _ 


To change a player type, pull down VIEW and select POSITION. The iitcles 
on the screen will change to numbers; each number represents a position. 
The Positions list, just above the formation, tells eis what type of player is 
in each position. . 














4. RT 8. TE 





VIEW: POSI. TASK: NONE POS: NONE 


Decide what position you want to change. Then pull down POS and select 


_ the type of player you want to have in that position. The pointer changes 


from a hand to a clipboard. Place the tip of the clipboard on the number 
of the player that’s going out and click. The new player type now appears 
on the Position List next to the number that So iSeere: to his location on 
the diagram. 


If you have two players playing the same position in a play, the second 


_ highest rated player willhavea“”2” nexttohis position. Forinstance,inthe = 


above example are two tight ends: one is TE (the highest rated tight end) 
while the other is TE2 (the second highest pate) 


LOOKING AT INDIVIDUAL PLAYERS . 


To check a single player’s task and route assignments, al down VIEW and 
select ISOLATION. All route assignments (orange lines) will disappear from 


_ the screen. Put the magnifying glass ona single player andclicktoseethat 


individual’s task and route assignment. It’s easier to view an individual's 
moves without tie clutter of all the other players’ moves. 


Another way to view v individual tasks (but not asttogingartiy is by using the 
hand cursor. Hold the button down and move the cursor from player to 
player. Each player’s position and task name will appear at the bottom of 


_ the screen. Be sure to keep the button pressed down. If you release the button 


on a highlighted player, you'll erase his task. When you’re done, move the 
hand off of the players and release the button. 








FLOPPING A PLAY 


To vary your formations, you can “flop a formations . ul down i and 
select FLOP PLAY. The formation flops and becomes the mirrored opposite 





of the old play (i.e., the strong side of the line becomes the weak side, and 


the weak side becomes the strong). 


WALKING THROUGH YOUR NEW PLAY 

When you’re done changing personnel and reassigning player tasks, pull 
down @&® and then select WALK THRU. Walk Thru.lets you check to see 
that the player tasks are coordinated for the play you’ve just edited. You'll 


that the players move the way you want them to. To return to the play 
diagram on the chalkboard, click the button. 


PRINTING FORMATIONS vos 
John Madden Football doesn’t support graphics sida so you can’t print 


~~ seeall 11 players moving in slow motion along their assigned routes.Check = 


player routes. But you can print? the formation by selecting | PRINT FORMA. oa | " 


~ TION from the #& menu. 


SAVING YOUR EDITED PLAY | 
Now that you’ve perfected your play, remember to save it. Pull down “i 
and select SAVE PLAY. Click on OK to save it under it its current name or type 
in anew name and then click OK. : 


_ VIEWING YOUR NEW PLAY AGAINST THE © 


OPPOSITION — 


If | could ee ‘em, I’d have to do that. If | couldn't, I’d trick them. 


Now that you've seen how your players will move anes the ball’s snapped, 
you'll want to see how the play really works when the defensive neat ison. 


_ To view your edited play against opposition, do the following: 


1. Pull down “i and select FULL PADS. Before you can continue, you must 
save your play. Select OK to save it under its current name or give it anew 
one. If you save it under the same name, you're told that the file already 
exists. Select OK to replace the file. Follow the onscreen instructions until 


the Full Pads screen ee with the name of ee edited offensive “nee in 


2. To choose your e5fbonent’s play, point at the space in the lower box 
next to OPPONENT'S PLAY, then click. You'll get the defensive playbook; 






















double click on a play to select it. Then change the FREQUENCY if you want 
by clicking on the number and entering anew one. You can add up to three 





3. Click on OK to. ent your choices. The teams appear in pre-snap 
formation. Click to start tle If you gain vonage Coach Madden will tell 
youhow youdid. 






~ again. Run the play the number of times you selected or select CANCEL t 


return to the Chalkboard. 





Drawing Offensive Plays 








1. At the Main menu, 1 ul d down CHALKBOARD pee select OFFENSIVE 
PLAY. ae 


2. Make sure ot ‘rein eae mode by pulling down VIEW and selecting 
DIAGRAM. me —— 





formation appears at the top of the screen 4 ana the aie ies up in pre- 
set positions. Takea look at their positions and decide if that’s the formation 
you want as the foundation for your play. Try another rormation if it’s not 
appropriate for the play you want to draw. 





4. Once you’ve selected a a use the details in alba Offensive 


Plays” (above) to draw your play. — 
Editing and. Drawing Defensive Plays 


Use the Chalkboard to edit or draw defensive plays the same way you used 
it for offensive plays. From the Main menu, Runs down CHALKBOARD and 
_ then select DEFENSIVE PLAY. | 


In Diagram view, you'll see a generic offensive formation along with your 
defensive formation. You can’t change the offensive formation the pro- 
gram gives you. 


| ys by repeating t this Procedure | with the ae’ bf eo = | 


4. Once the play is is over, the Full Pads screen returns. Select OK to run we 


; Even ee od Madden Football comes with 81 "plays that Hela can edit, ea, 








ASSIGNING A FORMATION 


There are two formation options on the menu bar: 4-3 and 3-4. The 4-3 


_...uses two defensive tackles and a middle linebacker. SSA USCS ONG cries 
nosetackle and two inside linebackers. When you ‘re drawing | anew | 


defensive play, choose from either of these menus to lay down the 
formation of your new play. Once you have a formation, you can go on to 
assigning group and individual tasks. All pro teams use either the 4-3 or 3- 
4 as their basic defense. 


_ASSIGNING GROUP TASKS | 


_ To save time, you can assign group tasks first through the GROUP mares ey 


and then choose individual tasks for each of the remaining players. To 
assign a group task, pull down VIEW and select diagram. Then pull down 
GROUP and select i an 1 assignment from the list below. 


GAP CONTROL: Defensive linemen/linebacker plug ic gaps in the line 
where running backs are likely to go. 


PASS RUSH: Defensive linemen rush the opposing QB; thisweakens their 


ability to stop a run. 

READ: Defensive linemen hold their position and “tead” offensive players 
before reacting. Strong defense against a run. 

MAN TO MAN: All receivers are covered by one defender with the FS free 
to cover deep. . 


7 2 DEEP ZONE: Linebackers and corners cover in a short z one; sults two eer e | 


safeties go into deep zone coverage. | 

ZONE STRONG: Rotating zone to strong cae ile strc pes zone ae 
fenders. 

ZONE WEAK: Rotating zone to weak side with three deep zone defenders. 

PUNT RETURN RIGHT: Three right side defensive linemen backpedal; 
together with the short man, they form a wedge for the punt returner 
on the right side. 


PUNT RETURN MIDDLE: Nine-man defensive line rushes the punter; one 


back blocks for kick returner, who stands deep to return punt. 
PUNT RETURN LEFT: The mirror image of Punt Retu mn Right. Wedge forms 
on left side of aerensive line. 


ASSIGNING INDIVIDUAL TASKS 


| Ts assign individual tasks to any of the prayers 


1. Select TASKS oad siren sélect one , of the ke sr elie The 
pointing hand now holds a piece of chalk and the task r name appears next 
to the task. 














2. Movethe hand over a player and click. His previous route disappears and 
a rectangle highlights. the player. ‘ 


- 3. Move the joystick in a direction to create the route for that player.Click = 


once to change the direction of the player’s route (hecan change directions 
up to three times). On the fourth click, the route will be set. If you’re drawing 
only one or two directions, double click on the last spot to cancel the rest 
of his moves. If the assignment is accepted, you'll get the pointing hand 
again. NONE appears next to TASK: at the bottom of the screen, and the 
new route SRPROE ne Sra. 


: Wate The only exception at assig ning individual tasks is MAN TO MAN. 
See that task for special instructions. 


READ: Player holds his position and reads offensive players before reacting. 
Strong defense against a run. 
GAP CONTROL: Player stunts into the gap you designate. 


_.. PASS RUSH: Rush passer. 


~ BLITZ: Linebacker or defensive back penetrates into offensive backfield to 
stop pass or run. 

MAN TO MAN: Defender guards potential receiver one-on-one. Pull down 
TASKS and select MAN TO MAN. Click on a defender and then click 
on the offensive player he will guard. Click once more to complete the 

assignment. : 

i BUMP AND RUN: Defender bumps potential receiver, then covers him 


~man-on-man. Move joystick leftor right to highlight receiver to defend sii 


and then press button. 

BUMP AND ZONE: Defender bumps receiver, then drops into short zone 
coverage. 

SHORT ZONE: Defender — usually linebacker or cornerback — covers the 
short zone area. 
LONG ZONE: Defensive back covers in deep zone. Defender will drop as 
deep as required to avoid being beaten on deep pass route. | 7 
FAVOR WEAK: Player, usually a safety in a man-to-man defense, provides 
backup coverage to weak side. 

FAVOR STRONG: Player, usually a safety in a man-to- man defense, pro- 
vides backup coverage to strong side. 

BLOCK PUNT: Defender tries to block punt attempt. 

KICK RETURN BLOCK: Lineman tries to prevent offensive cove aoe men 

from getting downfield after ball is kicked. “ 

RETURN KICK: Return man catches kickoff or punt and penis to run up- 
field. 








9 CHALKBOARD-PLAYBOOK EDITING 


For any game you must have all your plays assembled ina playbook. You. ——™ 


can create new playbooks from scratch or oa editing existing playbooks 


EDITING A PLAYBOOK 


». To edit your playbook, choose CHALKBOARD and aa select OFFENSIVE 
ai dete a: or DEFENSIVE . dle oblast box 0 on the left side of 
iesoaasatis . ae ar ‘He es 





ae ists all the plays (click on tie up aia sone arrows 2 wih fhe | Ae - 
to scroll Sar the tole To make changes in your existing playbook: 


CHALKBOARD - a PLAYBOOK 
[FUNG PRINI gos, oy i ot on EI 


LSE eee ee ieee ae eae TER ee 


es NAME: 
> 1 
F61 MAN 
oe PUNT 
Oo FIELD GOAL 
be FAKE FG 
= Ne 2 6 F69 BOOM 
ese 3 G F51 MAN 
_ G F68 BOOM 
G F61 MAN 
6 F54 ae 
G F64 LEA 
6 FeOSWEEP 
8 G OB SNEAK 
_ ct G P54 PASS 


listed; select the one you want to edit. At this j is your first time eaten the 
playbook, you only have one offensive and one defensive playbook to 
choose from.) 


xd ant ood ot ot mt cm 
Swe eoravihany=- 


N 
UNS 





_ 2. To copy a play from the play catalog to the playbook, highlight a play 
___ from the play catalog (the right box) by clicking on it with the cursor. The = 
- play catalog contains every single play that’s available on the Data disk = * 
you’re using. Use the up and down arrow to move through your catalog. 

















3. Point at the play in the playbook you want to replace (or a blank spot 
if you don’t want to replace anything), then click to move the play from the 


- play catalog to the playbook. The numbers along the left edge of the © 


playbook represent the series and play number (the numbers you call the 
play up by on the Huddle screen). The orange line divides the series. 


4. Repeat this process until you’ve exchanged all the plays you want, and 
have completed editing the playbook. 


5. Save the edited playbook by pulling down FILING and selecting SAVE | 


- of similar plays together, and builds a number of series in this way untilhe’s 


BOOK. You can save it under the same name or a different one. 


6. Print out the playbook for use during game play. 
CREATING A PLAYBOOK at 


There are many ways to organize a playbook. John Madden places a series 


constructed a winning playbook. You can also organize by formation, by 
situation such as third and short plays, or in any way that works best for you. 


1. Select OFFENSIVE PLAYBOOK or DEFENSIVE PLAYBOOK from the 
Chalkboard menu. — 


- 2. Scroll up and down by clicking on the arrows to review the available 


plays. Highlight a play from the offensive play catalog, then point to a space 
in the playbook window and click. 


3. Copy plays until you've built a playbook of the length and order you 
une z oe 


__.4. Give the playbook a name by clicking on the box next to NAME, typing . 


a name in, and then pressing <Return>. 


5. Save your new playbook with SAVE BOOK. Print out your new playbook 
for use during a game. 


is The computer player is depending on the playbooks being or- 
_ ganized in a particular way. For example, the computer will al-_ 

‘ways select play number 17 to punt. To avoid confusion or unreal- 

istic results, don’t modify or rearrange the playbooks used by the 
computer player. /f you must make changes to the playbook that the 








ee name. 


~ CLEAR BOOK: Clears all plays from the playbook in the playboc 





computer uses, make sure every slot in the playbook is filled. You can 
edit the plays or playbooks that come with John Madden Football 


nigh youre own use, oe Sif pneulers save e them under a enelibfensyit | - ‘ | 


PLAYBOOK FILING OPTIONS 
Pull down FILING for these options: 


LOAD BOOK: Loads a. iat into the wines se 
SAVE BOOK: Saves the playbook in the playbook box. 
k box. | 





CLEAR PLAY: Removes a highlighted play in the playbook box. Click on ne 


play you want to remove; it should be highlighted. Pull down FILING 
and select CLEAR PLAY. 

SWAP DISK: Shows new choices after you swap adisk. Use this option 
when you need to edit more than one Data disk. 


: 6 Cer EDITING semen 





To work with a team roster: pull down CHALKBOARD ee the Main menu 
and select TEAM. Pull down FILING and then select LOAD. You'll see a list 
of all the teams; double click on the one yeu want to work with. 


Use the up and down | arrows on the menu | bar to scroll through the 


roster. 

e Use the arrow bas on your keyboard to move unin the roster. 

¢ Tochangea player’ s number, injury status, name, or rating, highlight 
the item you want to change. Look at the top line on the screen; you'll 
see the item’s full name and its listing. Type in the new number, injury 


_ Status (see page 24 for a listing on injury codes), name, or rating. = e 


~~ number (from 0 to 9) and press <Return>. 

e To change a player’s position, highlight the errerenen for the 
position. You'll See its full name and its listing at the top of the screen. 
Use the A and Z keys to move up and down the list of positions. Press 
<Return> when you’re done. 


: | For acom pacts description on the atings. see e Chapter 4 4, ey Team Roster. - . : a 


wey of ee ratings are su jective and we encourage you to a men 
if you like. Be forewarned that football is a game of matchups and that 
subtle variations can produce significant changes in the effectiveness of 
certain plays. a 








___ PRINT. 








FILING 
LOAD: Loads a team roster. 
__. SAVE: Saves all changes made to the team roster. 
~ CLEAR WORKSHEET: Erases a team roster from the screen. If you want 
to save your work, be sure to select SAVE first; otherwise, you'll 
lose all your work. 


EDIT 
INSERT LINE: Inserts a line above the cursor on the roster. You have 
_.... amaximum of 60 lines per roster. 
DELETE LINE: Deletes any line the cursor is on. 
HEAL INJURIES: Heals all players of all injuries. 
SET ALL RATINGS: Sets all the ratings for every player to a number 
between 0 and 9. Pull down EDIT and select SET ALL RATINGS. 
Click on a circle next to one of the numbers and click OK. 


PAGE: Prints what’s on the screen. 
ALL: Prints the entire roster. 


SHOW | 
BY DEPTH CHART: Ranks players at each position by total number of 
rating points. 
_ BY NUMBER: Show players in order of their jersey numbers. 
BY NAME: Show players in alphabetical order. 


11 THE MADDEN REPORT 


é _. The Madden Report lets you compare the abilities of any two teams. To do 


this: 


1. Pull down «® and select THE MADDEN REPORT. Click to continue past 
the first screen with John Madden on it. 


2. Pull down FILING and select LOAD TEAMS. Choose the two teams se 


_.. want to compare. . 


— We'll call the first team you loaded ABC and the second team XYZ. 








MATCHUP - BLUE VS RED 
| i oN BLUE) =6RED FILING §UIEW PRINT EXIT 
MEDIUM US MAN 
MAD BOMBER [————J 7 
LEFT OLB 
LIL BACKER 
RIGHT OLB 





EFT O 
LiL BACKER 
RIGHT OLB 


IN THE NFL, 
QUARTERBACK 1S 
STILL THE MOST 
IMPORTANT 
POSITION. 





3. Atthe top of the: screen are the two team names. “The teamwhosename _. 
~ appears first is the one whose player effectiveness you're rating. Onthefirst = 

screen, you see team ABC’s quarterback’s abilities in the categories Medium 
vs. Man and Long vs. Man. The first bar in each category shows the QB’s 
overall effectiveness in that category. The remaining bars in that category 
are the players’ names and ratings from the other team. Each rating is the 

: opposing player’s ability to perform against the QB; thehigher the number, 

icant te better the opponent will be against the QB. 


In the screen above, Mad Bomber is the QB. The ia bar eit ira A * 
a 7 rating ina Medium vs. Man situation; not bad considering a 9 rating 
is the best. Right below that you see a 3 rating for LEFT OLB. That means 
LEFT OLB has only an effectiveness of 3 when playing his position against 
the QB. LCORNER has a rating of 5 against the QB; he’s more effective in 
his eee oon the oe than LEFT OLB i is. 


i the next category, Long VS. etary Mad Bomber ms a 5 panes Hey won "t 
perform as well in this category as in Medium vs. Man, where his rating was 
a/. 


4. Usethe dont arrow N to see the quarterback’s ether ratings: Medium vs. 

Zone, Long vs. Zone, Pressure vs. Blitz, Coverage read vs. Zone, etc. At the | 
bottom: right corner of the screen, Madden gives youasummaryofthe —_, 
QB's responsibilities under each circumstance. When the quarterback 
comparisons are done, you'll move on to fullback, the next player position. 

The last line on the screen tells the player position yore re viewing and the 
page number. 






































6. Select any of th her positions from XYZ’s = or use the up and 
down arrows on the menu bar to scroll through all the team positions. 
Switch back to team ABC at any time. 






~ If your guys are better than the guys they bring in, so what? Here they 
come — who cares? You need to block ‘em, you t block ‘ em. Now if they’re 
bringing ingu s are protectors, then 
you're in trouble. . 










t are better rushers than your g 





Here are some other menu options: 








PLAYER R NAMES: shows fe oti lies snames. > 
POSITIONS NAMES: Shows a truncated ey the player’s name 
and his position. © 
PLAYER NUMBERS: Shows the player’s number and name. 

FULL DISPLAY: Shows the player’s number, name, and position. 














“if you eae: option bi aten‘t ica to a te, ‘the 
program will act as if it’s printing; you'll have to wait until it thinks it 
has printed everything before you can continue. You can’t abort a 
print command. © 





PAG E: Prints what's on the s screen. 
xX YZ. Prints eae a team xX YZ. 
BOTH TEAMS: Prints out data for both teams. There are 70 screen’s 
worth of information for both teams, so prepare to wait. 
GAME PLAN: Prints out agame plan template for you to fill in on your 


own. 











12 @® OPTIONS 





Here’s acomplete list of options you can choose from when you pulldown 


“ on the Main menu. 


THE MADDEN REPORT 
See Chapter 11, The Madden Report, for com ae aasit.t 


FILER 


The Filer lets you perform a number of basic diskfunctions. Toaccessallthe = = — 


following Filer options, pull down @™, select FILER and then pull down 
FILING. 


DISK FILER 152 BLOCKS FREE 


DEFEN 
PLAYBOOK 


PUNT 
FIELD GOAL 
FAKE FG 


BLUE 

RED 
ALL-MADDEN 
BLANK 
OAKLAND 
BLITZER 
VICE SOUAD 


RINGERS 
ALL-TIMERS 





COPY: This lets you copy items like teams or playbooks. Highlight the item —__ a 


you want to copy and then select COPY. Follow the onscreen instruc 
tions. 

DELETE: This lets you delete an item. Scroll through was box you want the 
item deleted from. Highlight the item you want to delete and then 
select DELETE from the FILING menu. 

FORMAT DATA DISK: This formats a Data disk which you can put your 
team and playbook information on. 

FORMAT GAME DISK: This formats a Game disk. You must have a for- 
matted game disk to play the Standard Game. 

SWAP DISK: Displays the content on the new disk. after you've placed a 
new disk in the drive. Use this when you’re working with more than 
one Data disk. 














OFFENSIVE DIRECT ORY: Shows the offensive directory on the current 
Data disk. | : 
Denese ieee Shows the Getensive esti on nie current 
MOVE BOOKS AND TEAMS: cae iii: a ae disk andic copies c on vit any 
teams and panes from the source disk. 


SHOW STATS 
_ Under & on the Main menu is the SHOW STATS option. Under FILING 
= you have these options: 








LOAD: This aaa stats from. a saree game on n your Data disk onto your 
screen. 
SAVE: This saves the stats currently on your screen onto your Data disk. 
MERGE: This adds the stats you select to the stats on the screen. You'll see 
aa a stat box with previously saved stats; select one and the stats from that 
game will be added to the one ‘currently on TER screen. 





— was 2 PRINT to print the entire page. 


SYSTEM SETUP | 
Under #® on the Main menu is SYSTEM SETUP. Use this to set printer and 
disk drive information. Select a slot number for your printer and turn line 
~ feed on or off. If you turn line feed on, your printouts will be double spaced. | 
If you turn line feed off, they'll be. single spaced. Choose between oneor 
two disk drives. Clickon OK when you're done or CANCEL if you don’t want 
to make any i 


INTRODUCTION. 
Choose INTRODUCTION under “® to play the Madden Introduction. 


BEM ysaxesca hiya 





OFFENSIVE PLAYCALLING OVERVIEW 


Playcalling separates tomorrow’s Hall of Fame coaches from forgotten 
assistant coaches; ears the playbooks is an important element in your 


J fcaiweipA had a game Aiea that was very sifldien J secon had starting 
points...In other words, I’m gonna do this. Now, if you take that away, 
then you're going to give me something else. Then I Il take the thing you 
give me the next time. 





ene Fundamental playcalling that leads into your offensi 





Madden-style offense playcalling revolves en some key factors: 
down situation, ee position; and personnel. 











‘calling strategy. Asmart 
coach is going to evaluate the odds of success for certain plays in a given 
down situation. If you’re 1st and 10, you'll want to ch 

group of plays. 3rd down and 2 suggests short yardage plays. Occasionally, 
you might want to go against the odds in an effort to trick the defense. Most 
of the time, though, stick with what works and emphasize the basics. 
strength is going t 








pay off more than a lot of pretty gimmicks. 


FIELD POSITION 
As you put your game plan together, SitealK AW the 100-yard field into 
five separate sections. Adjust your playcalling to fi section where the 
line of scrimmageis, since ae area sail fore a adiffer ees strategy. 

_ The five sections are: eee 














Your goal to the 5 yard line 

Your 5 to the 20 yard line 

Between the 20s 

The defense’s 20 to the 5 yard line 
The defense’s 5 to the geal line 


Your goal to the 5 yard line 

In the first of these five zones, your job is to get out of trouble. Accomplish 
this with quick- hitting runs bya big running back; — p the handoffs simple 
and the execution crisp. 





Your Stothe 20 yard line =| ; 
_Between your 5 and your 20, safe plays are still your i Det Se Dit aa aemmes 
of extra room for maneuver, you can add some passes to straight-ahead 
runs. Just be sure that your passer has ample pass eae elt to avoid being 

sacked near or behind the goal line. 


Between the 20s 

Once you reach the third section of the playing fi eld aittalak the 20 yard 

lines, you can introduce variety and creativity to your playcalling. Your. 
‘offensive unit is out of danger: no longer vulnerable to a safety and in a 

position to punt the ball well into the opponent's end of the field. You can 

mix up your playcalling, avoiding predictability by trying formations that 

confuse the defense, and generally become more ae 



































When you reach t 
section of the field 
end zone. The def isually goes into man-to-man coverageintheheart = = 
of the field, so to experiment with some pass plays that are effective 

against this kind of coverage. In some ways, though, you should be more 
cautious here than in the middle of the field. You have entered field goal 
range, and don’t want to give it up by attempting high-risk plays that get 
you pushed back out of field goal range. — 


, you’re able to complete medium passes into the 


you get to 











_. The defense’s 5to the goal line. 


“Te fifth and final section of the field is between the five yard line and the 


opponent's goal line. Here, you go with strong, reliable backs and extra 
tight ends. Plays that work well in this part of the field are straight-ahead 
run plays and play action passes that encourage defenders to react to arun, 
freezing them long enough for your receivers to get open for a touchdown. 






















n John Madden’s approach to the ga 
a big way. The way to get the most out of your guys is to find the best ways 
to exploit their abilities while hiding their weaknesses. You search for the 
favorite thing you like to do with this guy. Tailor your plays to your people, 





me plan. 


personalizing your g 





. c : _ : as Matchups........ 


“It’s your job to plan the matchups that best exploit your strengths andthe 
other team’s weaknesses. John says, “I want to run my best ball carrier 
behind my best offensive lineman. Now, | hope that that coincides with 
their defensive we s.” The same thing holds for passing plays. Run the 


plays that match your players against the defenders most vulnerable to 
each offensive man. en 





advantage over his opponent. Then hammer at this strength until the 
defense is forced to adjust or double team. causal 


Fatigue, Injuries, and Substitutions ee 

Player fatigue and injuries take their toll on an offense and makes a coach 

turn to substitutes to shore up his squad during agame. On offense, fatigue _ 
ean dramatically cut into a player's effectiveness. Substituting for a skilled — 

player like a running back is a good idea if your backup guy represents only 

a slight drop-off in quality. But you'll want to keep a slightly-fatigued star 








in the game if at all possible; it’s the star’s temperament to want to play on. 
Madden on injured players: “The guy can either do it or he can’t. If he can, 
he'll be out there, playing his heart out.” As a rule, substitutions don’t 


change your basic offensive game plan, but you might want to vary play ss—~S 


selection to take advantage of a second-stringer’s strong points. 


MADDEN TIPS TO OFFENSIVE SUCCESS 

Good offensive football is a combination of basic elements, which includes 
building a solid base of players, playcalling that takes into account your 
people’s talents, field position and down situations, key matchups, and 


fatigue and injury. Stay with what works, and change what doesn’t. Avoid 


pet plays because “if you ever get a favorite play, the defense is going to 
be able to stop it cold.” . 


A requirement for winners is a consistent ability to move the ball. But there 
are teams that get lots of first downs and still don’t score as they should. 
You've got to be able to cash in from within the 20 yard line. 


Build your offensive unit with your home field surface in mind, and build 
a playbook to take advantage of your team’s skills. 





14 MADDEN’S DEFENSIVE TIPS 





As in most team sports, defense is a key to winning. To be awinner, you~ 


need to approach defense with a positive attitude. Today’s defenses are 
alive, thinking units. Every team has a defensive quarterback, usually a 
linebacker who is responsible for calling defensive signals. He calls audibles 
at the line of scrimmage, and he'll yell out adjustments once the play is 
underway, instructing his teammates to react to a run or pass by converg- 
ing on a ballcarrier or dropping off the line to blanket potential receivers. 


DIVIDING THE FIELD ON DEFENSE 


Just as on offense, you should divide the field into five sections, preparing 
a different kind of playcalling strategy for each of the five zones. The five 
zones are: 


The offense’s goal to the 5 yard line 
The offense’s 5 to the 20 yard line 
Between the 20s 

Your 20 to the 5 yard line 

Your 5 to the goal line 


























The offense’ s seal to the 5 yard line : 
When you’re in the first of these zones, and have the offense pressed up 
against its own end zone, solid defensive strategy dictates an aggressive, 


pressing defense. You can assume that the offense willcall mostlyruns,and 


give defensive assignments accordingly. 


The offense’s 5 to the 20 yard line a 

Between the opposition’s five and its own aie you should alternate 
between a pressing defense and a normal defensive posure, That means 
mixing up it 


ee etwecn the 20s 


When your defense is ranged against the enemy offense in the expanse of 
the field between the 20s, you should call normal defensive plays (including 
zones). The exception occurs on 3rd down, when the distance between the 
line of scrimmage and the first-down marker may dictate either a normal 
defense or a press (like a blitz). In an obvious pass or run situation, you may 


: : mas want. to turn, to situation substitution. 


Your 20 to the 5 yard line " 

When your defense is wedged between its own twenty and the five, man- 
to-man coverage should replace zones as the main type of coverage (the 
zone is vulnerable to passes in front of the deep and medium cover men). 


Your 5 to the goal line 


In the fifth section of the field between the five and the end zone, go toa 


goal line defense, removing one or two defensive backs and replacing them 
with an additional linebacker or lineman to solidify the line. 


MATCHUPS 


Just as the offense looks for key matchups (i.e. ‘egiabng a receiver on a 
linbacker in a pass pattern), a defense seeks the ‘advantage | in one-on-one 


~ confrontations, especially those that occur on the line. John from the — 


offensive perspective: “If they’re bringing i in guys that are better rushers 
than your guys are protectors, then you’re in trouble.” Trouble translates 
into beaten offensive linemen and quarterback sacks. Evaluate your person- 
nel and plan the best matchups, using audibles and adjustments to make 
them happen. 


_ Use double teams and rotating zones to match a aun their best 


receviers. 








READ-AND-REACT 


To stop today’s high-powered pro offenses, you need a solid defense able 
to read an offense and react to the different formations. Once your defense 


reads an offensive formation, it reacts by making changes in its own — 


formation and then audiblizing to adjust to last-second offensive changes. 
It’s this ability to respond at the line of scrimmage that sets up effective 
coverage. The resulting pressure on an offense can turn the tide in a close 
game. Of course, there’s no way to stop a great quarterback from 
launching a drive or two. There are some offenses you just try to contain, 
shutting them down inside the 20 yard line. 


COVERAGES 

Your defensive coverages and formations best contain today’s complicated 
pro offenses through flexible coverage schemes that make the most of the 
modern player’s speed, power, and agility. You need to use zone and man- 
to-man coverages, and different formations like the 3-4 and 4-3. The 3-4 
is amodern innovation, a defensive alignment that uses today’s superline- 
backers to break up bread and butter plays like sweeps and screens. About 
the time the 3-4 entered the arsenals of defensive coaches, teams began to 
break the mold, using all sorts of new formations that rely on planned 
substitutions. If your defensive people can show different formations and 
excel at zone and man-to-man coverages, you'll give offensive coaches a 
serious challenge. 


STRATEGIC SUBSTITUTION 


Strategic substitutions are one way to respond to different offensive 
“looks,” as well as to changing field position. Modern day coaches make 
specialization a big part of defensive planning (of course, there are some 
core players who you'll want to leave in on every down, players who excel 
in stopping both the run and the pass). You’ll sometimes want to insert a 
fifth defensive back or bring in an extra pass rusher on obvious passing 
situations. Respond to obvious run situations with run defense specialists 
on the defensive line and in the linebacking crew. 


MADDEN TIPS TO DEFENSIVE SUCCESS 


As Madden says, “Most people evaluate a team and they'll only evaluate the 
offense. They don’t evaluate the defense.” But successful defense is a crucial 
part of winning in pro football. 


Rely on your defensive signalcaller to call formations. He’s your defensive 
quarterback, and takes the lead in reading the offensive formation and 
reacting to it with audibles and post-snap adjustments. This ability to read- 








® 








and-react creates pressure that forces an offense into criticial mistakes. 

Throughout a game, use varying alignments and flexible coverages to 

adjust to the game situation and substitute run or pass specialists in 

strategic situations. The more effective your defense, the less time it spends 

on the field, and the more opportunities your offense will get to score. You 

can feel confident when you call upon a rested defense to shut down the 
opposition in the waning minutes of a game. 






PLAY SELECTION. If the system isn’t responding to your input, it’s because 
you are competing with another player for input cycles. Just be patient and 
be sure to watch for the screen feedback (like sound and the “?” switching 
to a number or “X”) that your input has been acknowledged. 


SACKS. If you’re getting sacked when you don’t think you should, think 
~ howreal QBs feel. After you drop back, the first time you hear a click, you’re 
“in the grasp.” So evade the rush and get rid of the ball. 


LIMITED VISION. Yes, you can’t see everything happening on the field. 

Sometimes defenders appear to come out of nowhere. Don’t complain. As 

it is, you get to see a lot more than a real QB and if you get good enough 

you will find that you can even pass effectively against the All-Madden 
_ defense with an average team. 


STRANGE GRAPHICS. If something unusual appears on the screen during 
a play, it may be the passer throwing an intentional incompletion, or a pass 
being deflected by a pass rusher. Or perhaps a fan spilled a cold beer down 
the neck of the cameraman. Fear not, the announcer is always right about 
the correct outcome of the play. 


ANNOUNCER. The announcer and the chain gang don’t always exactly see 
eye-to-eye. If you move the ball most of a yard on third-and-one, the chain 
gang will still call it fourth-and-one. You wouldn’t respect yourself if you 
didn’t earn every inch of real estate anyways. 


ANNOYING THE FAMILY. To avoid disturbing those who have to live with 
you, turn off the sound by pressing <Ctrl>-S as soon as the opening kickoff 
is in the air. 


SPECIAL TEAM LINEUPS. Don’t bother trying to customize or make 
substitutions on kick or kick return plays. If the play involves a kick, the only 
players whose ratings are really used are the kicker and the kick returners. 








??. When you see this in place of a player in a formation, it means that 
injuries or a peculiar play design have made it impossible for the computer 
to automatically field a player for this position. Instead, the computer uses 
a generic pro player with all zero ratings. To avoid this problem, select 
another play or modify it to use another position category, or use manual 
substitution to rearrange your players. 


READING FILES. The program cannot read names in which the first 
character is a blank space. When you get a “File not found” message, the 
program thinks you may have the file on a different disk. You can switch 
disks and try again. 


I/O ERROR. If you get an input/output error, it may be because you have 
an empty drive that the computer is trying to read. Stick a disk in the empty 
drive. 


Ta ivltarhae a eit 





COMPUTER PLAYCALLING. You can modify the playbook used by teams 
coached by John Madden, but be sure to substitute plays that accomplish 
the same purpose. For example, if it is a run by the FB up the middle, you 
should only substitute a different run by the FB up the middle. 7 


PLAYBOOK. For deceptive playbook design, always have multiple plays be 
possible from the same “look,” and then use one play to set up another. For 
example, if you use motion out of a full formation, you should run, pass, 
and play-fake the run off the motion. 


HANDICAPPING LEVELS. Serious players should progress to the All-Pro 
level and be using crosshair passing. When your opponent has less ability, © 
you can handicap during the Set-Up phase (e.g., for a severe handicap, set 
your own team at All-Pro and your opponent's at Beginner), or by choosing 
teams with varying abilities, or by establishing a home field advantage. 
Mixing these together gives you an incredible range of handicaps which 
you can also use to vary the challenge of facing the computer opponent 
coached by John Madden. Here’s a challenge: try to beat the All-Madden 


team with a team like the Eighters, both at the All-Pro level. If you needa 


modest handicap, make yourself the home team on grass and select 
artificial turf as the All-Madden’s home surface. 











BEA GOOD SPORT. If you want to play realistic football, you should restrain 
yourself from exploiting unrealistic things that the computer player cannot 
react to. And against ahuman opponent, restrict the use of plays that work 
too well, or establish guidelines. For example, a realistic halfback pass 
should only be diagrammed using the “PB” position for the running back 
who is going to throw the pass. Real teams have rules about what numbers 
different types of players can wear and exchange game films prior to the 
contest. You could allow your opponent to review your playbook before the 
game. 


JUST WIN, BABY. Or if you prefer to win at all costs, including friendship, 
here are some suggestions. Use the editor to send the QB in motion. Put 
extra receivers on the line of scrimmage. Send blockers downfield on 
passes. Change a wide receiver's position to tight end. Give your defensive 
backs numbers in the 50s. Give your HB a pass task so the defense reads 
pass. The editor and computer player are not sophisticated enough to 
prevent or defend this sort of thing, but they are not realistic and will render 
the game less challenging. 


REFINING PLAYS. In Fullpads, try your plays against various opponent 
variations, like man versus zone coverage. See how well your run blocks 
work against different line stunts. In Fullpads, you’re using generic players 
with all ratings set to 5, so results may vary once you get into a real game 
with real players. For that kind of test, start a standard game and select 2 
PLAYERS so that you can choose the offensive and defensive plays you want. 
Use the slow motion feature to optimize routes and blocking. 


PLAYCALLING. Call a play quickly after a kickoff, otherwise your kicking 
team will remain on the field and be out of position. Try calling a play fast 
and then studying the formation and personnel chosen by your opponent. 

Then you can use remaining time to choose a different play or audible. Use 
the blitz audible to customize the pass rush of a particular play. It’s very risky 
to blitz someone with a man or zone coverage assignment because it will 
leave a terrible opening unless you use a free safety to pick up their 
assignment. Try using the Hero audible to control a player whose task is to 
blitz, and then try to find him an open lane with no opposing blocker. Use 
the Man audible to create double-teams that aren’t covered by the 
playbook. For example, a Yale coverage calls for two safeties that are free; 

you could pick one of them to double team your wi colle most 
dangerous receiver. 
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ee substitute player A with a. non-starter,. 
~~“replace the non-starter with B. 





/ life, = can't peal see precisely when the rushers 





GAMBLING ON DEFENSE. Don’t press the R — unless you’re certain of a 
run — if it’s a pass, you're in big trouble. If your opponent has a consistently 








PASSING GAME. To throw a short route, press the button early to bring up 
the Stadium view. Vary the lead of the throw depending on pattern depth. 

Run away from the pass rush, but don’t hold the ball too long. Just as in real 
oing to sack you 





TWO-MINUTE DRILL. To preserve your timeouts, use the option of throw- 
ing an intentional incompletion. Select T from the keyboard and YES to the 
incomplete pass option. Like real players, get out of bounds to stop the 
clock. Pay attention to how long typical plays take! i onds so you don’t 
run out of lil — ciel — sais 








e playbook that is 
included by moving ‘players around. If you like a particular play for the SE 
but your best receiver is the FL, then switch them. If your FB is a great 
receiver, then switch him with the HB for plays that have good HB pass 


routes (like screen passes). Use the Chalkboard to examine the personnel 
for each formation. To switch starting oe A and B, you must first 
ut ith A, 














LEAGUE PLAY. Chega the home field conditions vig typical weather. 
Use the Blank team to fill in your team with players, perhaps from a draft 
with friends. Print the Stats after each game. Use the Save Team feature to 
remember key injuries from game to game. " 





nse that favors the 
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Drawing offensive plays, 39 


Editing defensive plays, 39 
Editing offensive plays, 32 
Editing playbook, 42 
Editing team, 44 

Error, file not found, 56 
Error, 1/O, 56 ~ 


Exiting Quick Game, 11 


FATIGUE, 13. 

FEATURES, 13, 

FIELD CONDITIONS, 13, 14 
File not found error, 56 
FILER, 48 

FLOP PLAY, 38 


_ FORMAT DATA DISK, 48 


FORMAT GAME DISK, 12, 48 
FORMATION, 39 

FULL PADS, 38 

Game disk, 11 

Game Set-Up screen, 2 
Graphics, strange, 55 


_,. GROUP, Chalkboard defense, 40 


Controlling movement, gp ta ‘GROUP, Chalkboard offense, 34 


Handicapping, 56 

HEAL INJURIES, 45 

Home team, setting up, 17 
Huddle screen, 4 

I/O Error, 56. 

INJURIES, 13, 24 


"INSERT LINE, 45 


INTRODUCTION, 49 
ISOLATION, 37 

John Madden’ s Offensive Playbook, 
18 

Joystick, 20 


ae Keyboard, 20 








Kick returning, 10 — 

Kicking, 10 

LOAD BOOK, 44 

MADDEN HOME, 13 

Madden Season Ticket, 1 
MADDEN VISITOR, 13 

MOVE BOOKS ANDTEAMS, 12, 49 
Movement, controlling, 9 
NORMAL, 17 } 

Offense, playing, 5 

OFFENSIVE DIRECTORY, 49 
OFFENSIVE PLAY, Chalkboard, 32, 
39 

OFFENSIVE PLAYBOOK, Chalk- 
board, 42 

Offensive plays, 5 

Offensive plays, calling, 18 
Offensive plays, drawing, 39 
Offensive tips, 49 

Pass receiving, 10 

Passing plays, controlling, 9 
Pausing game, 11 __ 

Penalties, 10,13 

Playbook, creating, 43 

_ PLAYBOOK DEFENSE, 16 __ 
Playbook, editing, 42 — 
PLAYBOOK OFFENSE, 16 

Player numbers, 19 . 

Player Positions, 27 

PLAYING ABILITY, 16 

Playing defense, 7 

Playing offense, 5 

POS, 33, 36 

Power bar, 9 

PRACTICE, 29 

Practice individual plays, 29 
PRINT FORMATION, 38 

Punting, 10 

QUICK GAME, 1 





Quickness bar, 9 
QUIT, 29 | 
Quitting Quick Game, ae 


Ratings, 25 — ne 


Ratings, changing, 26 


RESTART, 29 


RESUME, 29 

Running plays, controlling, 9 
SAVE, 29 __ 

SAVE BOOK, 44 


Saving edited play,38 


Series screens, 18 

SET ALL RATINGS, 45 
SHOW ROSTER, 25 
SHOW STATS, 28, 49 
Slow motion, 11 

Special team lineups, 55 
Stadium, 14... 
STANDARD, 16 
STANDARD GAME, 12 
Statistics, 27 
SUBSTITUTION, 22 
SWAP DISK, 48 

SWAP DISK, Playbook, 44 
SYSTEM SETUP, ao ca 





TASK, 33. easement 


TASKS, Chalkboard defense, 40 
TASKS, Chalkboard offensive, 35 
TEAM, 14 

TEAM, Chalkboard, 44 

Team Roster, 25 

Teams, 15 ) | 
THE MADDEN REPORT, 45 3 3~— 
Time out, 11. 

TIME PER QUARTER, 13 
Troubleshooting, 55 

VIEW, 33 

Visiting team, setting up, 14 

WALK THRU, 38 
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COMMAND SUMMARY CARD 
_ JOHN MADDEN FOOTBALL™ 


Copying the Case | ; 
We recommend you play with copies of your game. This way, if you ever destroy your 
copies, you can make new rai from the engine! disks to ena with. The game comes on 
one two-sided disk: : 


oo 


a 
. 
a 
4 


_@ Side 1—John Madden Football: Program Disk Side 1 
e Side 2— John Madden Football: Program Disk Side 2 _ 


1. Boot your system with Apple DOS 3.3 or ProDOS. 








2. Usingthe ies utility of your choice, aaiee acopy of Sideland label it Program: * 
. - “DiskSidel. — : 
_. 3. Makeacopy of Side 2 and label it Program Disk Side 2 
_. 4. Now you have two —— to oF from. Put ye original away ina safe place. 4 
NOTE: This es was not Achaea to be copied onto a 3.5 inch disk or onto a hard 6 
“t : = = 
rc a the Game | a 
1. Plug your joystick into the computer: | a 
4 2. Make sure your <caps lock> key is locked down. This musts remain locked down oi OF = 
4 you'll be unable to use certain keyboard commands during the panes : 
4 3. Insert the copy: of Program Disk Side 1 in drive 1. > 
: 4. Ifyou’re using twodisk drives, insert any formatted diskin dete 2— it seca tmatter 
- what the disk is. This must be done so the program can recognize both drives. a 
i Some Turn on the computer. The game will load and go to the Main menu bar. 
Selecting hoe Menu Bars | : 
To select an option from a menu b bar, highlight the option with the — cursor, pressthe 
' joystick button and pull back (this is known as “pulling down a menu”). When you pull 
_ downamenu, you'll seea list of additional options. Highlight the one you wantand release 


the button to select it. 
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Two Disk Drive there 7 es rip 
_ If you want to use two disk drives, make sure you boot the staat witha disk inserted 
in both drives. After the game loads, pulldown ™® _, select SYSTEM SETUP and then © 
click on the circle next to 2 DRIVES. Click on OK to return to the Main menu bar. 


_ Joystick and Keyboard Use 

_Ina2 player game, you can only control the team on offense with the joyatiel and thet team 
on defense with the keyboard. If you’re playing against the computer, you can use the 
joystick on offense (but not the keyboard) and the joystick or keyboard on defense. 


Whenever you’ re told todouble click, very quickly click the button twice. If you don’t 
double click fast enough, the computer will treat it as a single click. 


Key Command cinta | | aoe 

space bar Lets you advance a wea frame by rap tse Press any eee ide to resume. 

<Esc> Pauses action during game. You can only pause at the Huddle screen, not — 
eee during a play. To resume the game, pull down GAME and select RES- 


<Ctrl>-S Toggle sound on / off. Use this while a play is in progress. 
T “x Call time out at Huddle screen. Press <Esc> to continue. © 


Pre-snap audibles: 
B_ Blitz. Tells a player to blitz (rush the passer). Enter the = S nine -“ eas B. 
You can have up to five players blitz. 
C_ Cheat. Tells the strong safety to cheat up to deters against sha run. 

_H_ Hero. Lets you gain control of a single player’s movements after the ball is eer 
_.__Entera player’s number and then press H. The player moves under computer control 
until you take control of him with your joystick or a If you. don’t take control 
of him, he’ll continue to run under computer control. | | 
_M Man-to-Man.This lets youassign man-to-mancoverage. Input your aalicazes player’ S | 
é number, press M, input the offensive player’ s number (the one you want your man to é 
| cover), and press <Return>. You can assign man-to-man for up to three players. 

E ” Noaudible. This makes a fake audible sound, use it to fool _—— human a pees into 
_ thinking you called an audible. : 
<Del> or<Ctrl>-D Cancel all aunts: 








— audibles: _ , ; Fee 

P _ Sell out to the pass. Tells all your sea to react toa pass play. 
R__ Sell out to the run. Tells all your players to react to a run play. 
- Moves the LBs and DBs to the left. 

+ Moves the LBs and DBs to the right. 

Tor; Moves the LBs and DBs to the up field. 

Lor / ne = LBs and DBs to the down field. 


About Disk Semen | 
There’s a lot of information on the disks and even if you’ re using two disks drives, you're 
- still going to have to do some disk PARE Keep these things in mind: 


° A source valiclet is the disk that you want the soleraniicns to come San: 
e A destination disk is the disk that you want the information to go to. © 3 
© The Program disk (side 1 and 2) is the disk that came with gi Madden Football: (We 
_ told you how to copy these above.) 
e A Game disk is a special disk you'll have to create to store a Standard Game on. We | 
- explain how to create one in the manual. 
e ADatadiskisa special disk that contains team and playbook information. We ee 
_ how to create one in _ manual. | 


TECHNICAL SUPPORT a Si ia | ee 
_ Ifyouhave questions about the game, our ‘Technical Support Department can help. If your 
_ question isn’t urgent, please write to us at: Electronic Arts, Technical SPP P.O. Box 
aa San Melon oo 94403-7578 ? | ; 





Please bi sure to finwhudle the following information in —~- ities 
e _ Product name | 
_. @ Type of computer youown | 
y ¢ Any additional pyntem, information (like type and make of eacuame. video card, | 
printer, etc pe: cy? | 23 
» Type of operating ayer or Dos version number 
° ie e the re — ‘re having , 
If you a to talk to someone inuadlioialy: call us at (415) 572-ARTS siete though 
Friday between8:30am and 4:30 pm, Pacific Time. Please have the above information ready 
when you call. This will help us answer your question | in the shortest possible time. 


JASE eet GAR ig RN ie aac a as Peat Se Sore i ei Bin as be ile Mle as hn 2 ys ec Sr eines aie Re BRS a oo UTTER eh ee RO eee a ee a OTM eT SE ee | 
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LIMITED WARRANTY 

: Electronic Arts (EA") aide to the original purchaser of the computer saneicae sane fora ered 
of ninety (90) days from the date of original purchase (the “Warranty ee the SS limited 
warranties: 


-Media— EA warrants that, nglas normal use, the magnetic media and the packaging provided with 
it are free from defects in materials and workm anship. 

Software — EA warrants that the software, as originally sheciatadl; will perform substantially i in 
_ conformance with the specifications set forth in the packaging and in the user manual. | 


WARRANTY CLAIMS : 
To make a warranty claim under this limited warranty, please return the product to the point of 
purchase, accompanied by proof of purchase, your name, your return address, and a statement of 
_ the defect. OR send the disk(s) to us at the above address within 90 days of purchase. Include a copy 
of the dated purchase receipt, your name, your return address, and a statement of the defect. EA or 
its authorized dealer will, at our option, repair or replace the product and fab it to a — 
prepaid, or issue you with a credit equal to the purchase price. 


: To replace defective media after the 90 day warranty period has expired, send us the product i in 
protective packaging and postage prepaid to the above address. Enclose proof of purchase, a 
statement of the ae eae name, eur return address, anda check for $7. 90. 


THE FOREGO! NG STATES THE PURCHASER'S SOLE AND EXCLUSIVE REMEDY FOR ANY 
BREACH OF WARRANTY WITH RESPECT TO THE SOFTWARE PRODUCT. 


Warranty Exclusions’ EA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WITH RE- 
SPECT TO THE MEDIA AND THE SOFTWARE, INCLUDING WARRANTIES OF MERCHANTABIL- 
ITY OR FITNESS FOR A PARTICULAR PURPOSE. ANY WARRANTIES IMPLIED BY LAW ARE 
_ LIMITED IN DURATION TO THE WARRANTY PERIOD. SOME STATES DO NOT ALLOW 

_ LIMITATIONS ON THE DURATION OF AN IMPLIED WARRANTY, SO THE ABOVE LIMITATIONS 
MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. YOU MAY 
~ALSO HAVE OTHER RIGHTS WHICH VARY FROM STATE be STATE. 


LIMITATION ON DAMAGES | — | 
EA SHALL NOT IN ANY CASE BE LIABLE FOR INCIDENTAL, CONSEQUENTIAL, OR OTHER 


_ INDIRECT DAMAGES ARISING FROM ANY CLAIM UNDER THIS AGREEMENT, EVEN IF EAOR 





ITS AGENTS HAVE BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME STATES 
_ DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL | 
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 
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DEFENSIVE PLAYBOOK 


LEGEND 
V DOWN LINEMAN 
Cl LINEBACKER 
DEFENSIVE BACK 
| V READ 
| a, PASS RUSH 
/™ _ CONTROL GAP 
2 COVER OPPONENT MAN-TO-MAN 
=< COVER OPPONENT WITH BUMP-AND-RUN 
ae ROUTE TO FOLLOW TO MOVE INTO ZONE OR FAVOR COVERAGE 
HOW TO READ PLAY NAMES 


Special team play names are self-explanatory. For other play names, the first letter de- 
scribes the formation and the remaining letters describe the type of play. 


Formations 
a PRE Prevent 
. 46 Chicago "46" Alignment 
= GL Goal Line (with an extra DT) 
TUF Tight 4-3 defense for “tough yardage" situations 
43 Normal 4-3 "base" defense 
NIC Nickel defense with 5 DBs 
DIME Dime defense with 6 DBs 


Continued on back cover 

















PUNT BLOCK 


DEFENSE 


DEFENSE 
SPECIAL DEFENSES 


DEFENSE 10 
Plays 11-13 are prevent defenses. 


Plays 14-16 are risky gap control and blitzing 
plays using the famous Chicago "46" defense. 
Note the position of the linebackers. 


The prevent defense is designed to prevent a 
long scoring play, and is usually used at the 
end of the half or the game, when we are 
ahead. 


If | really want to play the run hard, | can 
commit the strong safety to the run. Now! 
have 8 against your 7 blockers. If | really 
want to sell out, then | commit my weak 
safety, too. They shouldn't be able to run, 
then. But that's when you can get fooled. 


x 
SE 


HB 
FB 
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FB 
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DEFENSE 
GOAL LINE FORMATION 


DEFENSE 20 


These plays replace the free safety with an 
extra DT to play over the center. Strong 
against runs but vulnerable to passes, 
especially to a wide receiver downfield. Use 
in a goal line situation when the offense has 
gone to a formation with two tight ends. 


Plays 21 and 22 are the best pass defense 
plays in this series. 


To defend a run to the left (weak), middle, or 
right (strong) side of the screen, select one 
of the plays 24-29 by choosing from the left, 
middle, or right respectively. 


In a ’Slam" defense, the linemen are lined up 
head-on and pinch to the inside. In a 
"Smash," the outside linebackers line up 
head-on or inside the tight ends and drive to 
the inside. 


Go to man-to-man in a goal line situation. 
You have less real estate to cover and the 
passes will be quick. 
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DEFENSE 


TOUGH YARDAGE 
STANDARD 4:3 


DEFENSE 30 


The TUF defense is a 4-3 defense with a tight 
secondary that is good for defending runs 
and short passes. 


Plays 31-33 are the best pass defense plays 
in the series. 


Man coverage frees linebackers and makes 
it tougher to run inside. Since zone cover- 
age frees cornerbacks to force outside runs, 
play 38 is tough on sweeps and toss plays. 


To defend a run to the left (weak), middle, or 
right (strong) side of the screen, select one 
of the plays 34-39 by choosing from the left, 
middle, or right respectively. 


Short yardage situations are second and 
less than five, or third down and two yards or 
less. From a two tight end formation, expect 
a run about 75% of the time. 


A player ‘reads" to determine whether the 
offensive play is a run or pass. Linemen must 
also read combinations of blocks. 














43 BACKERS 








DEFENSE 


RUNNING SITUATION 
STANDARD 4-3 


DEFENSE 40 


Plays 41-69 use a standard 4-3 alignment. 
Teams coached by John Madden are likely 
to pick plays 41-49 in a running situation 
against a normal formation with two wide 
receivers. This is a good series against a 
strong running team. 


Plays 41-43 are the best pass defense plays 
in the series since they utilize a pass rush 
and maximum coverage. 


To defend a run to the left (weak), middle, or 
right (strong) side of the screen, select one 
of the plays 44-49 by choosing from the left, 
middle, or right respectively. 


Plays 47 and 49 are 3-deep zones rotating 
the 4th defensive back to the weak or strong 
side respectively. Play 48 is a short zone 
with only 2 deep zone defenders. 


The defensive end should normally line up 
outside the offensive tackle about one and a 
half feet. He must play up the field, and avoid 
being hooked inside or "bill" blocked. And 
he's got to strip blockers on the sweep. 


In Yale" coverage the strongside backer 
picks up the tight end man-to-man. Mike 
picks up the first running back out on the 
strong side. Both safeties are free to help 
deep. 








ae 








DEFENSE 


NORMAL SITUATION 
STANDARD 4:3 


DEFENSE SO 


Plays 41-69 use a standard 4-3 alignment. 
Teams coached by John Madden are likely 
to pick plays 51-59 in a normal situation 
against a normal formation with two wide 
receivers. 


Plays 52 and 53 are blitzes for that element of 
surprise. 


Plays 57 and 59 are 3-deep zones rotating 
the 4th defensive back to the weak or strong 
side respectively. Play 58 is a short zone 
with only 2 deep zone defenders. 


Plays 54, 55, 57 and 58 use line stunts as 
Madden describes below. 


The free safety is normally on the weak side 
and does not have any particular coverage. 
He can favor one side or the other and play 
the ball. 


"Twins" is a line stunt that calls for the 
tackles to cross. First one tackle blasts into 
the center-guard gap and penetrates tough 
to tie up both men. Then the other tackle 
loops behind. Get to the QB! "Palms" is a 
similar stunt with a tackle and end. 


43 MONSTER 43 REDDOG 




















DEFENSE 


PASSING SITUATION 
STANDARD 4-3 


DEFENSE 60 


Plays 41-69 use a standard 4-3 alignment. 
Teams coached by John Madden are likely 
to pick plays 61-69 in a passing situation 
against a normal formation with two wide 
receivers. This is a good series againsta 
strong passing team. 


Plays 61-63 are blitzes, 64-66 are man 
coverages, and 67-69 are zone coverages. 
Coverage is better to the weakside on plays 
64 and 67 and better to the strong side on 
plays 66 and 69. 


Play 63 is a safety blitz. The same safety 
lines up as though he's blitzing in play 65, but 
it's a fake. 


The purpose of a shooting or blitzing defense 
is to get to the passer. Pressure him into 
throwing an interception. Cause confusion in 
blocking assignments. Break up blocking 
patterns on running plays. Keep the passing 
game off balance. 


Always blitz from a man defense, never a 
zone. First try blitzing the outside lineback- 
ers, then mike (the MLB), and then one 
safety. If you blitz more than one safety, 
you re dead. 
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DEFENSE 


NICKEL 
NORMAL SITUATION 


DEFENSE 70 


This is a good series for facing a team that 
uses 3 wide receivers in normal or running 
situations. The Nickel defense provides for 
an additional cornerback with the speed and 
ability to cover the third wide receiver. 


Plays 71-73 are stunt and blitz plays. 


Play 75 is a balanced man coverage and 74 
and 76 are man coverage with a double 
team. 


Plays 77 and 79 are 3-deep zones and play 78 
is a 2-deep zone. 


Most of the time the cornerback Is the 
primary force man on end run plays. In "Sky" 
coverage the safety man is the primary force 
man. In "Backer" coverage the linebacker is 
the primary force man. 


A blitz is a gamble. Pro teams blitz less than 
20% of the time. 

















DEFENSE 


NICKEL 
PASSING SITUATION 


DEFENSE 80 


Plays 81-89 are nickel defenses with five 
defensive backs and a full pass rush. A good 
defense for a clear passing situation such as 
third and long, use when the offense is using 
three or fewer wide receivers. 


Plays 81-83 are blitzes. 


Play 85 is a balanced man coverage and 84 
and 86 are man coverage with a double 
team. 


Plays 87 and 89 are 3-deep zones and play 88 
is a 2-deep zone. 


Our shooting defenses are given names. A 
Dog or Cat means two linebackers are 
rushing the passer. Three linebackers 
rushing is a Tiger. If four or more backs are 
rushing then we Call it a Blitz. We usually 
send the Free Safety on a Blitz. 


Extra defensive backs are useful on second 
down and ten or more or third down and five 
or more. You've got to match up with their 
personnel. 




















DEFENSE 


DIME 
PASSING SITUATION 


DEFENSE 90 


Plays 91-99 are dime defenses with six 
defensive backs for clear passing situations. 
To avoid possible mismatches, use this 
series against an offense with four wide 
receivers. 


Plays 91-93 are blitzes. Play 98 is a fake 
safety blitz. 


Play 95 is a balanced man coverage and 94 
and 96 are man coverage with a double 
team. 


Plays 97 and 99 are 3-deep zones and play 98 
is a 2-deep zone. 


Passing situations are first and more than 

ten, second and more than seven, and third 
and more than three. Look for at least three 
wide receivers, and passes 75% of the time. 


The pros mostly use zone coverage. Proba- 
bly 70-80% of the teams use mostly zone. The 
teams that use man-to-man, like my team, 
use it 80-90% of the time. 


In "Yogi coverage the free safety lines up 
across from the offensive tackle, and ina 
Yogi Dog he rushes the passer. 


Run Defense (Example: TUF SLAM) 

SMASH, SLAM, SLANT and PINCH: Defensive line and linebackers in gap control, stunting 
into gaps between offensive blockers. Man coverage in secondary. Gambling run defense 
may stop runner for a loss or give up big gain if runner pops through line. Reasonable 
pressure on QB in event of a pass since linemen are stunting. 

READ: Defensive line and linebackers react to movement of offense. Highly effective 
against runs because defenders are harder to block. Least effective pressure on QB in 
event of a pass. 

W, S: Indicates defensive action expects a run to the weak (W) side away from TE or strong 
(S) side towards TE. The weak side is to the left side of the screen; the strong side is to the 
right side of the screen. 


2 errmsg B 


Pass Defenses (Example: 43 ZONE) 

MAN: Indicates man-to-man pass coverage, usually with a pass rush and a Safety free to. 
favor weak or strong. 

YALE: Man coverage with two free safeties. 

BUMP: Tight “bump and run" man coverage. 

ZONE, LOOSE, BACKERS, SKY, SHORT, WEAK: Types of zone coverage. 

WANDA, REDSLOT, ZIP: Combinations of man and zone coverage. 

2D, 3D: Indicates number of deep zone defenders in zone coverage. 

X, Z: In man coverage indicates double-team of SE (X) or FL (Z). May also indicate zone 
coverage in a run defense like TUF READ Z. 

W, S: In man coverage, indicates weak (W) or strong (S) direction that free sataty. will favor. 
In zone coverage, indicates direction of rotation of zone. 


Blitzes (Example: DIME YOGI) 


The following are various plays combining pass rush, blitzers, and man coverage: f 
BRONCO WEAKCAT | 
JET MADTIGER ‘ 
MONSTER REDDOG 

BLITZ BAMXIT 

SHOOT YOGI 
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